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E main purpose whieli I have had in view 
in writing this book has been to proviiie my 
pupils with a simple and EiiESEESTABY work on 
Bridge. I have endeavoured to abstain from 
assnming a knowledge of Whist or Whist 
terms on the part of the reader, and have 
ijierely attempted to write a text-book which 
shall combine clear and concise statements of 
my rules, with a reason for and explanation 
\' of each one. These rules have stood the test 
of practical experiment by myself and others 
for the last five years, so that this statement 
of them will, I trust, be of benefit both to 
the beginner and to the advanced player. 

J. E. E. 



BEIDGE 



PLAYERS 

Bridge is usually played by four persona. 
If there are more than four candidates, the 
prior right to play is decided by cutting the 
cards. 

CUTTING 

This is done from a full pack of fifty-two cards 
which have been shuffled and spread face down- 
ward on the table. Each player draws a card. 
The four cutting the lowest cards play the first 
rubber. In cutting ace is low. The cards are 
also cut to decide partners, the two highest 
playing against the two lowest. Tlie dealer is 
the player cutting the lowest card of all, and he 
has the choice of the seats and of the cards. 
Should the two players who cut the lowest 
cards draw cards of equal value, they must cut 
again to decide which shall deal. 

DEALING 
Before being dealt, the cards must be shuf- 
fled by the dealer and then cut by the player 
at his right. It is customary to play with two 
packs of cards, the dealer's partner shuffling. 




or making up, for his right-hand adversary. 
The cards are dealt one at a time, from left 
to right, until all are exhausted, each player 
having thirteen earda. The last card should 
not be turned face up. There is no penalty for 
a misdeal. 

THE OBJECT OF THE GAME | 

There are two separate scores to he played | 
for — trick and honour scores. The trick score 
is credited to the side that wins more than six 
tricks ; the honour score to the side that holds 
the majority of the trump honours. The object 
of the game is to score more points than your 
adversaries, tricks and honours included- This 
is best done by winning a rubber. 

THE GAME 
The game consists of thirty or more triok 
points. All points in exceas of thirty are 
counted by the side winning them ; but only 
one game can be won in a deal. Honours are 
ft separate score and do not count toward win- 
ning the game. 

THE RUBBER 

The rubber is the best of three games. If the 
first two games are won by the same partners 
the third is not played. One hundred points 
are added to the total score of the side winning 
the rubber. 



DECLARI NO T HE TRUMP 
The hand may be played either without a 
trump, or a trump suit may be selected. 

The dealer haa the option of making; a dec- 
laration or of passing that privilege to his part- 
ner. If the dealer passes the make, his partner 
must announce the trump. A trump once made 
cannot be chang:ed at any time during the deal. 

TABLE OF TRICK VALUES 

(Rjr each trick over Jti.) 
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DOUBLING 

After the trump has been declared each ad- 
versary, in turn, may increase the value of the 
tricks by doubling. 

The leader— the player at the left of the 
dealer — has the first right to double. If the 
leader does not wish to double his partner may 
then do BO. 
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REDOUBLING 



If either the leader or his partner has doubled 
the trump, the dealer or his partner may re- 
double, the player who has made the trump 
having the firat right. This process may con- 
tinue indefinitely. Doubling or redoubling 
does not affect the value of the honours. 
THE DUMMY 

When the value of each trick has been de- 
termined, and after a card has been led, the 
dealer's partner places his hand face upward on 
the table — the trump suit at his right — and the 
dealer plays both hands. Ihe dealer's partner 
— the dummy — is not allowed to suggest, to 
touch or to play a card except at the dealer's 
bidding. It is the dummy's right, should the 
dealer refuse to follow in any suit, to endeavonr 
to prevent a revoke. (See Conversation of the 
Game.) 

THE PLAY 

In the play of the cards the ace is high and 
deuce low. Ton must follow suit, but if you i 
have no card of the suit led, you may either 
trump or discard. At no-trump the best card 
of the suit led wius the trick. 

THE CONVERSATION OF THE GAME ' 

In order to avoid giving partner informa- 
tion as to the character of one's hand, both the 
conversation of the game and its order should 



be strictly adhered to. To find that the wrong 
person has announced the tmmp, or that a 
player has doubled out of turn, or that one has 
led without asking permission, is most irritat- 
ing to the other players, and a severe penalty 
may often be exacted for such a mistake. The 
dealer may either declare the trump or say, " I 
pass." If the dealer passes, his partner must 
announce the trump. The leader may either 
double or say, " May I Lead,Partner ? " this in- 
dicates that he does not want to double, but 
wishes to give his partner an opportiinity to 
do so. The leader's partner either says " No, I 
double," or " lead, pleaso." 

The conversation is indicated in the follow- 
ing diagram. 
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When the tramp has been doubled the maker 
Bays, " I redoublB ," or " I am satisfied." If 
the maker is satisfied his partner says, " I re- 
double," or " I am satisfied." In many clubs 
the conversation is somewhat changed and ab- 
breviated, " Pass." " Hearts." " I double." 
"I go over," "I redouble" or "I go back." 
" Enough," or a rap on the table to signify satis- 
faction. 

TO PREVENT A REVOKE 

If your partner refuses to follow suit, always 
ask, " Have you no (hearts), Partner ? " An 
error may then be rectified, but only before 
the trick has been turned and quitted or before 
another card has been led. 



SCORING 

The score consists of two separate counts : 
trick score and honour score. The trick score 
1 by the side winning more than sii 
tricks in a hand. The honour score, by the 
partners who hold the majority of the trump 
honours. With a declared tnimp the honours 
are A K Q J and 10. At no-tmmp only the 
Aces count as honours. Doubling does not in- 
crease the honour score. 



TABLE SHOWING VALUE OF HONOURS 
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A Little Slam, winning twelve of the thir- 
teen tricks, addi^ 20 points to the hononr score. 

A Grand Slam, winning all thirteen tricks, 
ailila 40 points to the honour score. 

Chicane, a hand which is without a trnmp, 
Eidds the value of three honours to the honour 
score. 

Double Chicane, a player and partner hav- 
ing no trumps, adds the value of four honours 
to the honour score. 
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THE METHOD OF SCORING 
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After the rubber has been won the honour 
score and the trick score of each side are 
added, and the leaser total deducted from the 
greater. 

THE SCORE 

There is no part of the ^ame of Bridge to 
which I would more urgently request the at- 
tention of the player than to a careful consid- 
eration of the state of the score. It ia useless 
to attempt to play good Bridge without a knowl- 
edge of the score. If you blindly follow rules 
for making, doubling, and playing, without 
knowing exactly how many points you require 
to win the game as well as the number needed 
by your adversaries, yon will needlessly lose 
many rubbers. 
Before you declare the trump look at the score to 

determine the number of points you must 

make in order to win the game. 
Enow the score when you contemplate doubling. 
Never lead without knowing how many tricks 

you must make in order to SAVE the game. 
When you are the dealer outline your play to win 

the game; and if you find it impossible 1 

win the game be sure to SAVE it. 



I 



THE DECLARATION 



3d in the , 

res nit in ■ 



"While a few tricks may be dropped in the 
play of a baud, an unsound make may resnlt in 
the loss of several hundred points. The im- 
portance, both of making the trump to the score 
and of considering the probability of securing 
an honour score^ cannot betoo deeply impressed 
on the player's mind. This, more than any 
part of the game, requires the exercise of sound 
judgment. The good maker has an enormous 
advantage over the weak one. 

Try to select the trump that will win the 
greatest number of points with a strong hand, 
and the one that will lose tho fewest possible 
number with a weak hand. Be liberal and I 
bold when behind in the game and conserva- 
tive and timid when ahead. 

In suggesting rules for the make this diffi- 
culty must be faced : the exercise of the best 
judgment in the world will not enable one to 
select the successful trump every time ; and 
players are apt to forget the many times a par- 
ticular make has won, and to be impressed by 
the one time the rule failed them. 
Follow consistently the laws for the make with 
a certainty that in the large majority of 
cases they will prove successful; and digress 
from these laws only when the score war- 
raots 




NO-TRUMP OECLARATJON BY THE DEALER 



Provided the hand contain no large hoDonr 

score in hearts or diamonda, it is evident that 
the no-trump declaration is more likely than 
any other to result in the gain of a large score ; 
the dealer should, therefore, 6rst consider his 
chances of winning at no-tmmp. There is a 
large percentage in favour of the success of an 
original no-trump make. The dealer can see 
and combine his own with the dummy hand ; 
while his adversary makes the initial lead in 
the dark. The dealer can play false cards; 
while the adversaries cannot afford to deceive 
each other. In short the dealer plays the hand 
with an exact knowledge of the cards that are 
held against him, and can take advantage of 
any error made, or any information given by 
the adversaries. As tricks are won by small 
suit cards in every no-trump hand, there is no 
method of estimating how many tricks your 
hand may be worth. The dealer, in declaring 
no-tmmp, may assume that hia partner's hand 
will contain an average amount of strength. 
If the dealer is weak in one suit he is justified 
in counting on hia partner's hand for some 
protection in that suit. The dealer should not 
declare no-tmmp when Le is reasonably sure 
of winning the game or rubber with a trump 
suit ; neither should the dealer declare no- 
tnunp without an ace in his hand— ^u^iftsa '^b»' 
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score is very desperate and then only when 
his hand is exceptionally strong. 



flULES FOR THE NO-TRUMP DECLARA- 
TION BY THE DEALER 



I- 
r 4 Aces. 
3 Aces. 
— ... I 2 Aces and one other guarded suit. 
it Ace and three other guarded suits. 
I long established black suit (A K Q 
{ X z z *} and one other Ace. 
UUA8DE0 SUITS 
The following may be called guarded suits : 

KQX KJx Kx QJX Qxx 

WEAK NO-TRUMP MAKES TO THE SCORE 
If the score warrants the dealer in taking a 
chance at a weak make, it is safer to gamble at 
no-trump than at a weak red declaration. At 
no-trump the dealer's partner has a wider field 
for assistance, as any one good suit will help. 
On the rubber game, with the score very much 
I against him, the dealer should declare no-trump, 

I r 2 Aces and a guarded Jack. 

2 Aces, one suit being A E. 
I Ace, a guarded E or Q and a K Q suit. 
I Ace and two guarded suits (K or Q). 
t long established black suit and a 
guarded King. 

aigoiSes BtuM cards. 
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HEARTS 

In considering' a. heart make, the dealer 
Bhonld be influenced by the general 8treng:th 
of his hand and by the number of honours he 
holds in the trump suit. Hearts should always 
be declared with four or five honours in the 
hand irrespective of the strength of other suits ; 
the honour score will probably more than com- 
pensate for a possible loss of trick points. A 
heart declaration with less than two hon- 
ours is not advisable — unless the hand contain 
great length in the trump suit or great strength 
in the other suita^as the honour scores made 
against the hand will usually exceed its trick 
value. 

HEARTS IN PREFERENCE TO NO-TRUMP 

As it requires three odd tricks to win a game 
of thirty points without a trump, and but on© 
trick more to win a game with a heart trump. 
the dealer will often have occasion to choose 
between the two makes. With a strong heart 
hand and a doubtful " no-truraper," or if the 
hand contain one unguarded suit, hearts should 
always be given the preference. As the adver- 
saries have the lead and the privilege of doub- 
ling, a weak suit exposes the hand to eom 
danger at no-trump. 
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(iULLS. FOR THt HEART MA 

The dealer should declare hearts : 

' 6 Hearts, includiiig i honour and some 

protectj&n in other suits. 
5 Hearts, including 2 honours and some 

protection in other suits. 
5 Hearts, including i honour with a 
Holdingj good five-card plain suit, or with 

strong protection in other suits. 
4 Hearts, including 3 honours and some 

protection in other suits. 
4 Hearts, including 4 honours, with or 

without protection in other suits. 

OrA (VIONOS 

As there are two declarations of greater value 
than diamonds, there is often a question as to 
the advisability of passing the make with a fair 
diamond hand and of giving partner an op- 
portunity to declare no-trump or hearts. The 
dealer should always make the trump diamonds 
holding four or five honours in bis band, irre- 
spective of the state of the score ; holding less 
than four honours the dealer must be influ- 
enced by the number of points that are neces- 
sary to win the game, and by the strength 
of his hand. Many players are prejudiced 
against an original diamond declaration when 
the score is love all ; and, while the writer be- 



lieves it safer at this score to declare diamonds 
with a fair band than to chaace the uncer- 
tainty of a passed make, yet the make bbould 
be t 



When behind on the first game — as 0-24, 
Having lost the first and with nothing scored on 

the second game. 
When nothing on the rubber game. 

In each of these positions, as the adversaries 
have the next deal and may win the game, it is 
imperative that you score thirty points. To 
accomplish this with a diamond trump it is 
necessary to win eleven of the thirteen tricks ; 
therefore, unless you hold a hand of more than 
the average strength, it is advisable to pass 
the make in hopes that partner can declare 
hearts or no-trump. 

If there is a question between a diamond 
and no-tmmp declaration, the latter is usually 
preferable ; for while the risk is greater the 
reward is double. 

A diamond make is advisable whenever there 
is a fair chance to win the game, as when but 
two or three odd tricks are needed. 
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16 BRIDGE 

ttULES FOR THE DIAMOND MAK( 
The dealer should declare diamonds : 

( 6 Diamonds, including i honour and 

I some protection in other suits. 

1 5 Diamonds, including 2 honours and 

some protection in other suits. 
I 4 Diamonds, including 4 honours, with 
^ or without protection in other suits. 
BLACK SUIT titCLARATIONS 
He score should be the one excuse for an 
original black declaration, and then only when 
comparatively sure of winning the game. Oth- 
erwise, when the hand does not admit of a red 
or a no-tramp declaration, the make should be 
passed. 

CLUBS 

Clubs should be made originally only when 
the score is eighteen or more, and the hand 
strong enough, with slight assiBtance, to win 
the game. Clubs may be declared when there 
are four honours in one hand, providing the 
dealer has won the first game and is eight or 
more on the second. The trick and honour 1 
scores combined will count more than the ] 
average make, and with great help the game J 
may be won. | 

SPADES 
Spades may be made originally when six ' 
pohita or less are needed to win the game. j 
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DEFENSIVE SPADE MAKES 
With a very weak hand some playere advise 
a defensive spade make with the object of pre- 
venting partner's attempting a make which 
may prove disastroiis. "While much may be 
said in favour of an original black make under 
these circumstances, it is doubtful whether it 
pays ; the adversaries are almost certain to 
double, and you eliminate the possibility of se- 
curing a large honour score and of winning the 
game on that deal. The one time that a defen- 
sive spade make might be justifiable is when 
you are a game to the good and do not wish to 
lose the advantage which this position offers- 

SYNOPSIS Of THt MAKES 

The dealer should declare 

■ ITO-TKDUPS, 

' 4 Aces. 
3 Aces. 
a Aces and a guarded E or.Q. 
Holding, t Ace and a guarded K or Q in three 
other suits. 
I long established black suit (A K Q 
XII) and one other Ace. 
The dealer should NOT declare no-trumps 
With a strong heart and a doubtful no-trump hand, 

Or 
When the game can be won with a tru.m.9 vux. 
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V HEARTS. V 

. 13 Hearts, including i bonour, and some 
protection in other suits. 

I 5 Hearts, including i honour, with a. 
good five-card plain suit or -with 
strong protection in other suits. 
Holding] 5 Hearts, including 2 honours, and some, 
protection in other suits. 

I 4 Hearts, including 3 honours, and soi 
protection in other suits. 

I 4 Hearts, including 4 honours, with or 
without protection in other suits. 
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The dealer should NOT declare hearts 

(5 Hearts, Including i or 2'\withoatJ 
honours (protectioa|j 
4 Hearts, including 3 hon- fin other . 
ours J suits. 
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t DIAMONDS. * 

' 6 Diamonds, including i honour, am 
some protection in other suits. 

5 Diamonds, including 2 honours, and 
some protection in other suits. 

4 Diamonds, including 4 honours, with 
or without protection in other suits. 



The dealer should HOT declare diamonds 



"When behind on the score, unless there are 4 hon- 
ours, or 7 or 8 tricks, in the hand. 
When to 24 on the first game. 
Having lost the first aad o on the second game. 
When on the rubber game. 

The dealer should HOT declare clubs 
Unless his score is 18 or more points, and the 
hand strong enough to win the game. 
The dealer should NOT declare spades 
Unless his score is 24 or more points, and the 
hand strong enough to win the game. 
PASSED MAKES 

The dummy band, in declaring the trump, 
shonld keep iu mind the rules suggested for 
the dealer, and, at the same time, be governed 
in his choice by tlie state of the score, by the 
general strength of his hand, and by the deal- 
er's acknowledged weakness, "When the make 
has been passed, one muat infer that the dealer 
has not a strong hand, neither has he much 
strength in the red suita. While the latter in- 
ference may be doubtful, the dealer often pass- 
ing a fair diamond hand, it is dangerous to 
declare no-trump without protection in the red 
suits, and the declaration may result in a dis- 
astrous loss. 

The following suggestions may prove useful : 
The fact that your hand is exposed gives the ad- 
versaries an opportunity to take advas^A.^::. 
of Its Teak points. 
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A Bo-tnimp make that is weak in the red suits, 
unless justified by the score, is tmsomid. 

A no-trump make that is weak in Hearts is lia- 
ble to be doubled. 

When a game ahead be conservatiTe. When a 
game behind be bold. 

EndeavouT to prevent the adversaries from i 
ning the first game on your deal. When the 
adversaries have won a game and have the 
first deal on the second, they hold an advan- 
tage you will find most difficult to overcome, 

If your hand is worth less than four tricks don't 
make the trump red. 

If your hand is worth less than four tricks make 
the trump Ut lose as little as possible. 



EXAMPLES OF ORfGINAL MAKES 
NO-TRDMPERS WITH 3 ACES. 
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BAD "RED" MAKES. 

♦ ♦ ♦ V 

86 O & 7 J64- JlOTSBj 

lOQBS lOe 643 AKQ4 1 

Q76 J10 2 62 J8e43 

643 KI07e3 86 J07 

943 62 987 QI0754. 

Q63 to 73 642 KQJ7 

DOUBLING 

If yoQ — being the leader or his partner — are 
reasonably sure of the odd trick, it is decidedly 
to your advantage to increase its value ; but to 
double " just for a gamble" rarely pays ; it often 
results in a redouble, and you are apt to find 
the sport expensive and your partner very dis- 



lu order to double with any degree of suc- 
cess, you must consider the state of the score, 
the possibility of a redouble, and your posi- 
tion in regard to the maker. Above all thingrs, 
DEPEND ON YouB OWN HAND and don't expect 
your partner to take most of the tricks. 

My advice to a beginner is : Be cautious and, 
until you have learned to value your hand, be 
satisfied with the number of points you can 
make without doubling. 

tSTIMATlNG THE VALUE OF A HAND 

To determine the probable trick-taking value 
of your hand, count each Ace and King as a 
trick, and add to these the number of tricka 
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you can take in the trump suit. Queens count 
only as possible tricks, as the third ronnd of a 
suit may be trumped. 

In determining the number of tricks you can 
take in the trump suit yon must remember that 
it makes a great difference on which side of 
you the trump strength lies. For instance, 
holding Ace, Queen, and ten of trumps, if you 
play after the maker, you will probably get 
three tricks ; but if the maker plays after yon, 
your trumps can be led through, and you may 
make but one trump trick. 

If you play after the maker, 

J XXX of trumps are worth 1 triclf 
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RULES FOR DOUBLING 
To double spades, you should hold la your hasfl ' 

4 tricks and a possible 5th. 
To double hearts, diamonds, or clubs, you should 

bold five tricks and a possible 6tb. 
To double " no-trumps," you should hold 6 tricks 

and a possible 7th. 
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Be careful about doubling " no-trumps," un- 
less you hold a long" eetablislied suit. Tonr 
adversary may have Beven tricks in hie long 
suit, and it is hard to discard from a, " good all- 
round hand." 

Spades may be doubled when weak in 
tramps ; but, to double hearts, diamonds, or 
olubs, you should have some trump strength. 

When doubling remember 
That you show the dealer where the strength lies. 
That you stand a better chance of winning the 

odd trick by not exposing your strength. 
That Then the << maker " is on your right, you 

have the advantage that your trumps are 

over his. 
That when the " maker '• Is on your left you are 

at a disadvantage; bis trumps are over 

yours. 
That it is a good time to double when the odd 

trick wins the game for your adversaries, 

and does not win It for you. 
That it is a poor time to double when the odd 

trick wins the game for you and does not 

win It for your adversaries. 
That with a doubtful hand it Is better to be satia- 

fled with what you can make without doub- 
ling. 
That if you double " no-trumps " your partner 

will lead you his best heart. 
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HE LEAD WHEN PARTNER HAS 

DOUBLED 
"hen your partner has doubled, the opening 
lead must depend greatly on the scheme you 
adopt for the play of your band. It is a mja- 
take to suppose your partner wishes a trump 
led EVERY time he doubles. On the contrary, 
spades— when doubled — are seldom led by 
good players, unless with a strong hand, until 
they have gained information to justify the 
trump lead. 

The majority of hands will be covered by the 
following rules : 

If spades have been doubled and you hold four or 
more trumps you should usually lead trumps. 
It is fair to assume that your partner has 
doubled with a good suit hand. 
Lead trumps if you are weak in spades, but hold 
a strong suit hand. Your partner has prob- 
ably doubled with trump strength. 
If hearts, diamonds, or clubs have been doubled 
and dummy is the "maker "it is usually 
good play to lead trumps ; that is, when you 
have no short suit and so are unable to use 
your trumps for ruffing. 
If possible lead to take the first trick. After you 
have seen the dummy you are in a position 

yb> judge as to the advisability of the trump 
lead. 
■ I 




When heaits, diamonds, or clubs have been doub- 
led and the dealer is the maker, it is not 
sound play to lead trumps. You would place 
your partner in a bad position by leading up 
to the dealer's declared strength. 

When leading trumps always lead the top of two 
or three and the lowest of four. 

HEART CONVENTION 

"When you have the first lead and your part- 
ner has doubled a " n.o-trump " make you are 
expected to lead your higliest heart. As there 
are very few hands where it is advisable to 
double " no-tmmp " on general strength, it is 
necessary for the leader to know what suit to 
lead when his partner has doubled. 

When the leader holds an A K or an A K Q 
suit he should first lead the K of that suit and 
then Mb highest heart. 

WEAK-SUIT CONVENTION 

In England and in some parts of this country 
the leader tries to guess his partner's suit by 
leading the one in which he himself is weakest. 
While this convention affords many more op- 
portunities of doubling, it is not nearly so safe 
as the heart convention. There is about an 
even chance that the weak suit led will put the 
dealer or the dummy hand in the lead. 



J 




THE NON-DEALER'S PLAY AQAINST A 
DECLARED TRUMP 
The principles of play adopted against a 

trump and against a no-trump declaration are 
entirely different ; and it is for this reason that 
Bridge is confusing to the beginner. 

The important principles that govern the 
play against a tmmp declaration are : 
To hold the lead in order to see the dummy hand. 
To make high cards before they can be trumped. 
To give your partner information. 

The importance of first seeing the thirteen 
cards in the dummy is self-evident. The play 
of an entire hand is often influenced by the 
cards in the dummy ; therefore, if you can win 
the first trick, yon are in a better position on 
the second lead to play your own and your 
partner's hand to advantage. 

These combinations should be selected in 
their order for the original lead without refer- 
ence to the length of the suit. 



i 



A K 

from any other combination except A Q witb 
one or two more. 



Ab the maier, more especially if the tmmp 
is red, has shown strength, your first isoaiaAsit- 
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atiou should be to save the g:ame. This is best 
done. by leading your Aces and other high 
cards befors the dealer haa a chance to discard 
and to trump. This is particularly true wbeu 
there is an established suit in the dummy 
hand ; for then the dealer may be able to ex- 
haust trumps and discard his own losing cards 
OQ this established suit. 
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LEAD 


A K Q 
A K 


King, then Queen. 
King. 


K Q J udothen 
K Q 


King. 


Q J lO 
Q J 9 


Queen. 


K J 10 


10. 


A X X X or man. 
A J X X 
A Q J X 
A Q X x.x 


Aoe,theD email one 

Ace, then Qaeen. 
Ace, then iciall one. 



When opposed to the dealer, aim to give 
your partner as mach informatioD as possible. 
You certainly cannot expect to gain much by 
deceiving the dealer — he knows what is held 
against him — and it is a decided advantage for 
your partner to know where certain cards are 
and to understand what you are trying to da 
The best method of indicating the cards yoa 
hold is to adhere striiitly to the correct lead n 

from each combination of cards. J 

From all other combinations, such as I 

■K J 7 6 2^ 
K s a 2 
Q 9 7 s Head the 4th best card. 
J e 5 2 I 

lO 8 6 3 ; I 

Don't lead low from suits headed by an Ace. J 

The lead of au Ace followed by the King shows ' 

no more of that suit 
The lead of a King indicates the Au, the Queen, 

or both. 
With any three honours in a suit, your lead is 

always one of the honours. 
Holdiag but 3 or 4 cards in any of the following 

suits avoid leading i£ possible. Wait until 

they are led to you. 
^B A O X X ^^ 

^H A J X X ^^m 



If in any doubt as to your lead select your 
longest and strongest suit and lead the 4tli 
best. 

MHY THE 4.TH BEST CARD IS LED 

There are two reasons for leading the 4th 
' best card of your longf suit. 

To show partner bow many cards you bold in the 

suit. 
To show partner what you have in the suit. 

If you lead 4tb best and afterward either 
discard or play a smaller one, your paitner will 
know that you originally held more than four 
cards in that suit. The lead of a deuce, for in- 
stance, shows but four cards in the suit. Your 
partner, by applying the " Rale of Eleven," can 
very often tell the exact combination of carda 
fi-om which you have led. 

THE RULE OF ELEVEN 

Deduct the size of the card led from eleven, 
and the difference will show how many cards 
HIGHER than the one led are held outside the 
leader's hand. If, for instance, your partner 
lead an eight spot, the dummy having the 
queen and you holding A 10 x of the suit, as 
jroa see three cards above the eight, you know 
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the dealer cauitot play higher and that yotir 
partner muBt have led from K J 9 8. 
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This mle is especially important at 
trump " ; but players should not give it much 
attention unless the card originally led ia 
higher than a five. 

If your partner has had the original lead, 
and you have taken a trick, either make your 
high cards or 

LEAD UP TO WEAKN ESS 

Weakness means no high cards, and leading 
np to, is making a person play fourth in hand to 
a trick. By leading a Buit in which dummy 
has weak cards, you may enable your partner 
to win a trick cheaply. Whenever the dnmmy 
hand ia on your right you should take this ad. 
vantage of its weakness. It is sometimes good 
play to lead a card higher than the dummy's 
best. This, it the card you lead is not cov- 
ered, gives your partner a chance to pass the 
txick. 
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EXAMPLES OF OPENING LEADS^ 

THE CARD IN KKU INDICATES THE LEAD. 

(Htarta) Taniip Dbclxkkd bt Deaua. 

Holding the Lead. 
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Q Q 2 
7 S 

5 3 2 
8 

lO 4 
7 5 
Q 9 
J lO 3 

6 4 2 
9 6 4 
J 7 B 


K J 7 6 
A K 4 

9 8 6 2 

A Q S 7 a 3 

A 8 

". Q J lO 9 2 

10 7 5 
A 9 a 
6 7 4 
A 7 

8 6 B 2 


A K Q 6 2 
A 9 7 5 2 
K J 6 2 
K 7 6 
A J 7 6 3 2 
5 3 

K J 9 3 
lO 7 6 4 
A J a 4 
K S 7 3 
A lO 


8 

6 4 2 

A K 

Q 9 a 

9 6 2. 
9 7 4 
A 8 6 S 
J 4 3 
9 6 2 
A Q 6 2 
9 7 4 3 



Leading from a Stguenc. 



: Q J B 6 2 



8 4 A Q 3 

J 3 K Q J 

B 4 A 7 6 

7 4 Q J lO 



A J 7 

K Q J 9 6 2 

A 7 3 

7 5 3 2 

K Q 7 S 

lO 7 4 2 

A 9 6 2 



Q ■ J lO . 

K 9 7 

K 8 S 

8 6 3 
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Ltading from Long Suiit. 




V 


« 


♦ 


+ 




K 6 


loa 2 


Q lO 9 6 5 


J 8 7 




Q 7 4. 


A Q 5 


lO 7 4 3 


K lO 3 






e 5 


A J 2 


9 8 6 2 


K lO 7 


4 




S 3 2 


Q 8 7 4- 


9 6 2 


lO a 3 






J 7 a 5 


8 


A 4 2 


K lo a 


5 3 




A J s e 


J 4 


lO 9 7 6 2 


3 2 






J lo 


A J S 


A Q 7 5 


Q J 4 






4. 2 


K 8 4 


K J 10 7 5 


A J 3 






K 6 


7 5 2 


9 8 4 


Q J 9 


a 2 




QIO 7 6 


J 9 4- 


A 5 


K lO 8 


* 






Leading frc 
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9 4. 3 


A J e 4- 


lO 9 


A Q 8 


6 


J 4 2 


Q 7 4 


K 8 7 6 5 


J 9 






9 6 4 


lO 8 4 2 


A 4 3 


Q J S 






A 9 5 


9 e 


lO 6 4 3 


J 9 5 


2 




T 4- 3 2 




9 7 6 4 2 


Q 6 3 






A Q 2 


K J 7 4 


-1 lO 


K 9 6 


3 




K 5 3 


J lO 4 


K 9 7 


Q 7 6 


3 




9 8 6 


A Q 9 8 




J 9 5 


3 2 




Q 7 4. 


A J 9 6 


K Q 


K J 7 


3 




A e 2 


Q 


K 8 e 4 3 


J 9 4 


2 






(ffeartt) Trukp 


'*P*S8tn Make." 




J lO 


K 9 8 a 


A Q 7 


K 6 4 


^ " 


8 S 2 


A Q 7 3 


K J 6 


A J 8 






4- 3 


K 9 4 2 


Q lO 7 6 


J 9 4 






J 4 2 


lO 6 


Q lO 9 4 2 


Q 8 3 






Q 6 


Q 7 4 3 


K Q iO 


8 6 4 


2 




Q 


K 8 5 2 


Q 8 3 


A Q 5 


4 3 




Q B 2 


A 5 


K to 7 :■: 2 


S 7 4 






9 4 3 


A Q 7 8 5 


.] 9 


K 8 a 






K 8 6 


K 9 7 4- 


Q J 


K 9 4 


3 




8 7 


Q e 3 


K J 9 3 


A a a 


5, 




e 8 


A Q 8 3 2 


Q J a 3 


K 7 
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After you have led and have woa the first 
trick, examine the exposed hand carefully; 
then either continue with the suit led originally 
or lead through streDgth. 

LEADING THROUGH STRENGTH 

The beginner will appreciate the fact that 
strength in a suit consists of high cards, but is 
apt to find the term "leading through" diffi- 
cult to understand. Leading through means 
to make a person play second in hand to the 
trick. You always lead through your left-hand 
adversary. 

The object of leading through strength is to 
help your partner make his high cards by giv- 
ing him the advantage of playing after the ex- 
posed hand. 

Holding a sequence of two or more cards, beaded 
by a Queen, Jack, or Ten, when there is an 
honour in the dummy it is good play to lead 
the highest card. If the dummy does not 
cover this lead, it gives your partner an op- 
portunity to pass the trick. 

Holding one or two high cards of dummy's strong 
suit that are not In sequence, avoid leading 
Uie suit. Wait until dummy leads to you. 
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Don't lead through strength when dummy holds 
a sequence of three or more cards, as 

A K Q 
K Q J 
Q J 10 

Holding a high card or cards in a suit in which 

the dummy is weak, avoid leading that suit. 

Try to put your partner in the lead, so that 

he may lead it to you. 
Holding no high cards in the suit, the following 

combinations should be led through : 



Ho lding a sequence of two or more cards the fol- 

I" 
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judicious forcing will do more than any- 
thing else to break up a strong trump hand. 

Forcing means making a player trump — the 
object being to weaken his hand. 

It is good play to force the strong trump 
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When the strong trump band holds no more cards 
of your long suit, do all damage possible with 
it. Unless trumps aie out, the suit is of no 
other use to you, 

It is bad play to force the weak trump hand. 
Unless you can make the strong hand trump 
it is better to stop leading the suit. 

Do not lead a suit that will allow the weak hand 
to trump and the other hand to discard ; the 
adversaries take the trick and get rid of a 
losing card. 

It Is too late to force when the dummy has an 
established suit and the dealer has the last 
trump or trumps. Make what you can be- 
fore giving up the lead. 

When the weak hand can ruff your suit, it is 
sometimes good play to lead trumps ; but 
only when, in doing so, you are leading 
trumps through the strong hand, and when 
you have some protection in the other suits. 

SHORT SUITS 

There are two lines of play that may be fol- 
lowed to make tricks aig-ainst the dealer- The 
first — to make your high cards^has been ex- 
plained. The second ia to make your amal] 
tramps by ruffing. 

When you have no high card lead, or if you 
are auziouB to be led up to, it is often good 



play to throw the lead and, at the same time, 
to try to make your small trumps. This can be 
done by leading a abort suit. 

A short suit is a suit of less than four cards ; 
but the term is commonly used to denote a 
singleton or a two-card suit. 

In order that your partner may understand 
that you are leading a short suit (and not the 
fourth best card of a long one) it is customary 
to lead the highest card. (If you are forced 
to open a suit with K J x, K x i or Q x x, the 
low card should be led.) 

To detect a short suit apply the " Rule of 
Eleven." If there are (in your hand and the 
dummy) more higher cards than the rule al- 
lows, the lead cannot be the fourth-best card. 
Under the following circumstances a short 
suit should not be led. < 

If you hold four trumps, including any one hon- 
our, don't lead a short suit. Your best play 
is to open your long suit and force the dealer 
to trump. In this way you weaken the 
dealer's hand and you may prevent his 
bringing in his long suit or you may even 
establish and make your own. 
If the make has been passed, don't lead a short 
black suit. It is natural to suppose that the 

b dealer is strong in black suits — ^if in any— 
and you would be leading up to declared 
z . 
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If you can take the first trick, do so and tbea 
judge of the advisability of the short-suit 



THE OISOARD ^ 

There is considerable discussion and a wide 
diversity of opinion among Bridge Players as 
to the best suit to throw away. You should, 
therefore, before playing, ask your partner 
which method he adopts. Some advantage 
may be claimed for each theory of discard ; bnt 
the main object of tliem all is the same — to in- 
dicate to partner the suit you wish led and at 
the same time protect any honours you may 
hold in other suits. 

The three different discards used by Bridge 
Players are : 

Strength, both with a trump aad at *< no-trump." 
Strength, with a trump and weakness at "no- 
trump." 
Weakness, both with a trump and at " no-trump." 

The diacard of strength with a trump and 
weakness at "uo-trump " is the one most com- 
monly used. This discard of weakness at "no- 
trump," while it has the advantage of saving 
all the cards of the long suit, which you may 
make, has also several disadvantages. 
To show your suit absolutely you need two dis- 
cards. 
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In order DOt to deceive your partner it may 
be necessary to unguard hoaours, such as 
J X 2 X, 10 X X z, Q X X, or even K x. 

By discarding weakness you show the dealer 
against which hand to finesse. 

The writer, after the analysis of many thou- 
sand hands, believes that at " no-trump " the 
first discard from strength, i.e., the long aait or 
the suit you wish partner to lead, is the safest 
and beat, both for protecting the hand and for 
showing the sait beyond possibility of mistake. 

The main advantages of the strength discard 
are : 

It takes but one discard positively to show the 
suit wanted. 

TTou can protect the high cardi in your weaker 
suits without deceiving your partner. 

It does not show the dealer so clearly on which 
side to take a finesse. 

By showing your suit earlier in the hand, you 
enable your partner to discard to better ad- 
vantage. 

There are but few " no-trump " hands in 
which it is possible to make all the small cards 
of one's suit against the dealer — unless it be the 
suit first opened. Occasionally the suit in 
which the dealer is weak in both honda will be 
made ; but more often this suit is never btau:g,ht 
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in, because the adversaries do not know 
cards tbey bold in the two bands. 

For years whist anthorities have agreed that 
with trump strength declared against you the 
first discard should be from strength. Why, 
then, when strength in all of the suits has been 
declared, should not the strength discard be the 
best defensive discard for the majority of bridge 
hands! In order not to lose an opportunity 
of making all of the long suit, players will con- 
tinually unguard cards in the weak suits which, 
it properly protected, would win tricks ; and 
when using the weak suit discard these cards 
miisi be unguarded in order to show partner 
your suit. 

There may be an occasional trick lost by dis- 
carding from strength at " no-trump," but there 
are so many tricks thrown away hy unguarding 
honours in weak suits, and so many games and 
rubbers lost by guessing the wrong suit, that 
Bridge Players will find the strength discard 
will save more and lose less than any other 
discard. You do not expect to win on your 
adversaries' make ; you hope to prevent their 
winmng a large score. 

If you have once led, you have shown your 
strength, and may then discard from any snib 
you wish. 

Discard only once from your strength, and 
then as the situation and the hand warrant. 




THE REVERSE 

In discarding-, the play of a high and then a 
lower card rcTeraes the original meaning of the 
discard. If you adopt the strength discard, 
and wish to throw away your weak suit at " no- 
trump," do BO by discarding first a high and 
then a lower card. If you use the weak dis- 
card and wish to throw away your strong suit, 
discard first a high and then a lower card. 

The reverse discard should be used 
when it is clearly shown that two discards can 



HrNTS ON DISCARDING 

Watch the dealer's discards and protect the suit 
that he is saving. 

After you have led or shown your suit, the dis- 
card of a high and then a lower card in an- 
other suit shows command of the second suit, 

The discard of an Ace shows great strength in 
the suit. 

If a spade declaration has been doubled by you 
or your partner — and especially when either 
of you has indicated strength by leading 
bumps — the first discard should be from 
weakness. 

In discarding at "no-trump," don't throw away 
all the cards of one suit : it exposes your 
partner's hand, and makes it ^as.-^ ^^ '«!ca& 
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dealer to tell hov that suit is placed. Be* 
sides, you may need one card of that suit to 
put your partner in the lead. 

Save at least one card of your partner's long suit, 
unless you are forced to give it up in order 
to protect your hand. 

After you have led or shown your suit your dis- 
card should be from weakness. 

If your partner is discarding from weakness, pro- 
tect the suit that he is tlirowing away, if 
you can. 

If forced to protect honours in other suits, don't 
be afraid to unguard honours in the suit lo 
which partner is strong. 

non-dealer's play 

Second Hand 
In determining the card to play second in 
band, you will find it a great assistance to ask 
yourself why the dealer ia leading that snit. 
Ton can usually infer from the dummy's cards 
and your own hand what the dealer must hold 
to have led the suit. 

Cover an honour with an honour. This should 
always be done holding a perfect or an im- 
perfect fourchette (a card higher and a card 
lower than the one led). An honour should 
be covered when by so doing you hope to 
make a card good in your partner's hand. 
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Don't cover holding a K, Q, or J three times 

guarded, unless your next best card is a nine 

or better. 
Don't hesitate. By hesitation a player often 

shows the dealer how to play his cards. 

Play quickly, and if there is any douht as to 

your play, play the lowest card you hold. 
If the dummy has a tenace over your cards or 

can take any card you hold, play low ; let 

the dealer do the guessing. 
Holding any two or more honours in sequencci 

play the lowest honour of the sequence. 

I A K K Q 

Q J J lO 

Beat the dummy. When the dealer leads, it is 
usually advisable to play a card higher than 
the best in the dummy. 

If you hold ace and others of the suit which the 
dummy leads, and the trumps are all against 
you, play your ace second in hand. If y<ra 

^wait, your ace may be trumped. 
TniED Hand 
In this position your play sliould be gnided 
by a Imowledge of tlie loads, an application of 
the "Rule of Eleven," and a close observance 
of tlie dummy hand. 

Unless you hold two or more honours in sequence, 
play your highest card. The object of doin^ 
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^^^1 this is either to win the trick, or, by forcing 
^^^F a still higher card fiom your adversary, to 
make a card good in your partner's hand. 
Do not deceive your partner by playing an un- 
necessarily high card. Holding any two 
• honours in sequence, play the lower. 
FrsEssisG OS Pabtser'r Leab 

When the dummy halds no honour, it is not 
good play to >■ finesse against your partner." 
If you hold K J or A Q, by playing any card 
but the best you not only g^ve the dealer an 
opportunity to make a trick, but you run the 
risk of losing your own high cards in that suit. 
If, however, the dummy holds an honour, K or 
Q, and you hold A and J of the suit, you are 
justified in finessing' the J, hoping your part- 
ner holds the missing honour. At " no-trump " 
— when the dummy holds an honour — it is cus- 
tomary to finesse much deeper, hoping to catch 
the honour exposed on the table aud so es- 
tablish partner's suit, 

THE ECHO 

Some players use the echo only when they 
can trump the third round of a suit. 

Tlio echo is a signal used by Bridge players 
to show ability to win the third round of the 
suit either with a trump or a high card. 
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If your partner leads the K and then the A when 
you hold only two cards of that suit, show 
you can trump the third round by playing 
first the higher and then the lower. 

If you hold the Q and your partner leads the K 
and A, show in the same manner that you 
can win the third round of the suit. 

Don't echo with an honour ; it may deceive your 
partner. 

At " no-trump " the echo is used to encourage 
partner to continue that suit. 

On a doubled spade, if your partner leads a high 
trump, echo with three by playing the inter- 
mediate trump to the first round. 



THE DEALER'S PLAY WITH A 
DECLARED TRUMP 

In playing the two hands, the dealer muat 
take advantage of any information he can gain 
from the leads and plays of the adversaries; 
and, in return, try to convey a false impression 
of his own hand. Above all, the dealer should 
know the score and ostimate the number of 
tricks be must take to win the ^ame ; always 
bearing in mind that if be cannot win tba 
game, he should try to prevent the adTersaries 
from BO doing. 
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^^H LEADING TRUMPS 

^^^P One of the worBt faults of the beginner is re- 
fnaing' to lead tramps. When you hold seven 
or more trumps in the two hands, usually lead 
them. If you hold commanding suit cards, i 
the tmmp lead will prevent their being mffed. 
When you have no suit to make the lead will 
establish your trump suit. If you hold high 
cards that should be led up to, lead trumps to '■ 
throw the lead and to compel the adverBariea 
to lead to you. | 

Arrange to lead your trumps advantageously — 

from the weak hand to the strong. 
After trumps are exhausted, try to clearer estab- 
lish the longest suit in the two hands. 
It is usually good play to draw two trumps for 
one ; but when the best trump is against you, 
do not waste two of yours to get it out. 
Lead the losing trump only when you have an 

established suit and a sure re-entry. | 

When you hold one or more trumps and a losing 
card, always lead the trumps. This will 
force the adversaries to discard and they | 
may not save the right suit. 
; Aim to discard your losing cards from the one 
^ hand, on the commanding cards in the other. 

I With a weak hand you are more likely to make ! 
I your high cards if you put your adversaries . 

i in the lead. J 



Not Leading Tetjmpb 

The exception to the tnimp lead is when the 
weaker of the two trumji hands contains a 
short snit and can ru£F; then, before leading 
trumps, allow the weak hand to tramp your 
losing cards. 

Unless a cross mff can be established, it is 
usually bad play to weaken your strong- trump 
hand by forcing it to ruff. If you do this, you 
will find it difficult to exhaust trumps from the 
adversaries' hands and to make any command- 
ing suit cards you may hold. 

IE your adversary has doubled, be cautious 
about leading trumps. It is good play to lead 
through the doubling hand ; but bad play to 
lead up to it. 

THE ^ON-[>EALER•S PLAY OF A "NO- 
TRUMP" HAND 

With a declared trump you aim to make your 
high cards ; but at no-trump the high cards 
take care of themselves and you must try to 
establish your small cards. 

If you are the leader at " no-trump," open 
your longest suit. Save the high cards of 
your other suits for re-entry and try to estab- 
lish the small cards of your long suit. 
Don't lead your aces and kings to take a look at 
dummy ; later in the hand you will need 
them to get the lead and bring in your es- 
tablished suit. 
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The majority of "no-tramp" makes are 
sttongr in three suits. Your long suits may be 
the weak spot in the dealer's hand. 

Try to infer, from the dummy hand and your 
own, the high cards the dealer must hold to 
have declared "no-trump." Tou will be sur- 
prised to find how many times an inference 
thus drawn will enable you to play your hand 
to advantage. 

Having started your long suit, usually the 
best play is to continue that suit until it be. 
comes established, especially if you hold one 
or two re-entry cards. 

Don't change suits unless your suit is hope- 
lessly against you. When it requires two leads 
to clear your suit, and you hold no cards of re- 
entry, abandon it and play for your partner's 
suit — the suit that he has shown by his dis- 
card, or the suit which must be his, judging 
from your own and the dummy hand. 

In leading to your partner's declared suit, 
always lead your highest card ; this will enable 
him to tell what high cards are held against 
his suit and it will prevent your blocking his 
hand. 

RETURN YOUR PARTNER'S LEAD 

If your partner has had the original lead, he- 

TUEN Hia sun. There are very few " no-trump " 
bands where it is possible to bring in more 



than one suit, and if, instead of returning your 
partner's suit, you lead your own, you are play- 
in^r for one suit and your partner for another, and 
aa a result you will probably establish neither. 

When it is evident that your suit is stron^r 
than your partner's— i.e., if you have re-entry 
cards and can establish the suit in one lead — 
then, by all means, play for your own suit ; 
but don't be deterred from returning your 
partner's lead simply because you see that the 
beat card of his suit is against him. That card 
will have to make anyway, and by forcing it 
out of dummy at once you may enable partner 
to make the rest of his suit. 

In returning your partner's lead, return your 
. highest card. The importance of this is appar- 
ent : your partner can see the cards in his own 
and in the dummy hand, anti if you return your 
best card ha jJso knows what the dealer holds 
in that suit. It may prevent his leading up to 
the dealer's tenace ; it may show him that the 
suit should be abandoned or that it should be 
again led from your hand. Koturning the 
highest card minimises the risk of blocking 
the suit. Tery often, by not getting rid of a 7, 
8, 9, or 10 early in the hand, you make it im- 
possible for your partner to make his small 
cards. 

Don't be deceived by the dealer's play. Hts 
object is to fool you ; and if he holds cards of 
equal value, he will probably take the trick 
with the hig'hest. 
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Notice carefully your partner's first discard. 
It BhowB you the auit to lead and mpy also 
affect yoar own discard. 

Don't, becaase the dealer leads the suit, re- 
fuse to take tricks with your aces aud kings. 
By taking- the trick, you may make a card 
good in your partner's hand- It is only the 
dealer who is in a position to know when to re- 
fuse tricks ; he sees the two hands. 

When there is no chance that your partner 
can take a trick in the suit led, it is sometimes 
wise to keep the commanding card until one 
hand cannot put the other in the lead, espe- 
cially when there is no re-entry card in the 
hand with the long suit. 

OPENING LEAD AT "NO-TRUMP" 

Unless your partner has doubled (see Heart 
and Weak Suit Conventions) lead from your 
longest suit. It is not advisable, especially 
when you hold no cards of re-eutry, to lead aces 
and kings, except when you hope to catch all 
of the smaller cards. Two rounds may exhaust 
the suit in your partner's hand ; and if you 
have no re-entry card and he has none of your 
suit to lead you, your long suit, even though 
established, is absolutely worthless. 

The lead of an ace, king, or queen indicates great 
strength, either seven cards or three honours. 
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Holding two suits of equal length and strength, 
lead a red suit in preference to a black, es- 
pecially if the make has been passed, 

Holding two suits of equal length, keep for re- 
entry the suit with the higher cards, as, 

f A 8 6 3 2 

holding \ and if you open the Q suit 



and establish it, the ace is a sure re-entry 
card ; if you open the ace suit the queen is a 
very doubtful card of re-entry. 
With a weak long suit and no re-entry card, 
many good bridge players open the highest 
card of a short suit, preferably hearts or dia- 
monds. The theory is that, had the dealer 
been strong in the red suits, he would have 
declared a red trump ; and with a worthless 
hand, this short suit lead may assist partner. 
While there is much to be said in favour of this 
play, I would suggest that, unless your partner 
thoroughly understands the game and your 
play, it is safer to open your long suit. 

When you are opening a long, weak suit 
from a hand without re-entry cards it is advis- 
able that you convey this information to your 
partner. Tliis you can do by leading the top 
or an intermediate card of your long snit ; your 
partner.'by applying the "Rule of Eleven," 
can see that you are not leading the fourth 
best card, and unless it is for the best iutere&t 



i 



53 BRIDGE 


of tile two handa will not return the suit. For 

example : 

From ID 8 7 a 3, lead the a j 
From 9 8 5 3 2, lead the o 
From B 7 5 3. lead ths 8 

THE ORIGINAL LEAD IN NO-TRUMPS 


1 


LEAD 


HOLDING 


ACK 


Ace, Queen^ Jack, and othera with a Re- 
entry curd. 
Ace, with 7 or more othere. 
Ace, Queen, with 6 others. 1 
Ace, Jack, with 5 others. 


Ktsa 


Ace, King, Queen, and otbcra, 
Aee, King, Jack, and otiiere. 
Ace, King, ten, and 3 others, with a Re- 
entry curd. 
Ace, King, and 5 or more otliers. 
KiDg. Queen, Jack, and others. 
King, Qnecn, ten, and others. 
King, Queen, and 5 olliers. 


Qbbbj. 


Queen, Jacli, ten, and otiiors. 
Qaeen, Jack, nine, and others. 
Ace, Qneen, Jack, and others. No card 
of Be-eotry. 


JiCK 


Jack, ten, nine, and other*. 


Te« 


King, Jack, ten, and others. 


4th Bkbt 




1 J 



UNBLOCKING 

Unblocking is getting rid of high cards so 
that your partner can mate smaller ones. 

Tou seldom unblock oscept at " no-trunap." 

Study the " no-trnmp " leads, and on the lead 
of any high card prepare to get out of your 
partner's way. It is raraly that you can lose 
more than one trick by unblocking, and a fail- 
ure to take advantage of the position when it 
presents itself may result in the loss of three 
to six tricks. 

With four cards of the suit of which your 
partner leads the A, K, or Q, keep the lowest 
card until the final round. 



HOLDINO 


On Paetber' 


Lead of 


Plat 


K X 


A 




K 


A X 


K 






K X 


Q 




K 


Q X X 




d A 


on A 


K Q X 


A 




Q 


Q J X 


A 




J 


Q J X 


K 




J 


K Q X 


J 




Q 



THE DEALERS PLAY OF A NO-TRUMP HAND 
The dealer's play of a " no-trump " hand is 
boti the moat interesting and the most intri- 
cate part of Bridge. Very often a single error 
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will result in the losa of three or more tricks; 
BO that it behoovea the dealer — as he haa no 
asaistance from his partner — to make himself 
thoroughly couveraaut with the strategy of the 
game. 

The following rules cover all the important 
points in the dealer's play. 
Keep the commanding card of your adversary's 

suit. 
This the beginner invariably refnses to do ; he 
is too anxious to take a trick and does not real- 
ise that he will often gain several by passing. 

Before playing the commanding card of your 
adversaries' suit, wait — if you can — until the 
leader's partner has played his last card ol 
thfit suit ; he is then unable to return the lead, 
and there may be no card of re-entry in his 
partner's hand. 
Rarely refuse to take tricks with your Kings and 

Queens. 
When an entire suit is against you, it pays to 

take the lead ; the adversaries may change 

the suit. 
When you see in your hands enough tricks to 

win the game, always take the lead. 
Always take the lead when doing so makes a 

card good iu either of your hands. 
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Play for the longest suit in the two hands. 

After taking the lead, count the cards of each 
suit in the combined hands and make it your 
object to play for the longest. It may some- 
times be necessary, in order to lead the suit to 
the best advantage, to wait until it can be led 
from the other hand. 
With two suits of equal length, play for the one 

in the hand that has cards of re-entry. 
With two suits of equal length, play for the one 
that is shown on the table. Don't give your 
opponents unnecessary information of your 
strength. 
With two suits of equal length, play for the one 
which, when established, will give you the 
greater number of tricks, as 
7 cards in one hand and i in the other. 
6 cards in one hand and 2 in the other. 
5 cards in one hand and 3 in the other. 
4 cards in one hand and 4 in the other. 
Holding only seven cards of a suit, you will often 
find an adversary with four cards of that 

suit. 

Holding only six cards of a suit, remember that 
your adversaries have seven and that lead- 
ing the suit will establish it against you. 

When the best card of your suit is against you, 
lead to get it out of your way. It pays to 
establish one suit. 




Ths begiiimer will usually play his Iiigh 
cardB, and, after establiBhing one or two tricks 
in that suit for hia advereariea, proceed to do 
the same with another suit and end by abusing 
his partner for making it " no-trump " with so 
weak a hand. 

Lead from the veak hand to the strong. 

This is the secret of playing the two hcrnds 
well. Play for the long-eat enit in the two 
hands ; but arrange the lead so that it cornea 
from the hand that has no high cards. 

Lead from to 

XXX K X X X 

XXX A Q X X 

XXX K Q X X 

lO X X K J X 4 

Holding a combination of Ace, Queen, Jack in the 
two hands, try to catch the King by leading 
the highest card from the one hand up to the 
Ace in the other. 

This is really a continuation of the last rule, 
but its importance demands a separate head- 
ing. The correct play of this combination will 
win more tricks than any one other play in 
Bridge. 

If the King is guarded, and you lead the Ace 
or from the Ace, the King ?/ivst win ; but if 
you lead from the other band, there is an even 
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chance that you will find the King od the aide 
yon wish. If it is in the other hand, it would 
probably make anyhow. 

Avoid blocking your suit, by leading or play- 
ing the high cards from the shorter of the 
two hands. 

As with A K X in one hand and Q x x x x x 
in the other, play A K x. 

As with A Q X in one hand and K x x x x x 
in the other, play A Q x. 
Keep a re-entry card in the hand that has the 
long suit. 

If you are able to take the trick in either 
hand, do not take it with the hand that has the 
long suit, unless that suit is established. If 
you cannot place the lead iu the hand with the 
long suit, it is useless to establish that suit. It 
is often advisable to refuse to pari with the 
highest card of a long suit, if that card is the 
only re-entry for the suit. 

FINESSING 
At "no-trump" the dealer has manyoppoi- 
tuoities to win tricks with cards that are not 
the beat. In attempting this he should be 
guided by the following principles. 
It is better to finesse on the second round of the 

suit than on the first. 
By forcing discards, you can often tell which ad- 
versary is holding and protecting an haa&\A 
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in the suit in question, and on which side 

the finesse should be taken. 
When there is a question on which side to take 

the finesse, be careful to shut out the hand 

with the established suit. 
Do not finesse with nine cards of a suit in the 

two hands, including both the Ace and King. 

As there are but four more cards of the suit, 

the Queen will probably fall on one of the 

two leads. 
Holding ten cards of one suit, including the Ace, 

Queen, Jack combination, lead the Queen 

toward the Ace; but if the Queen is not 

covered by the King, play the Ace on it. 

"BRIDGE DON'TS" 

Don't form the habit of playing elowly. 

Don't expect your partner to play well when 
you criticise him. A little encouragement will 
win you rubbers and will add to your popu- 
larity. 

Don't forget that it requires more skill to 
play a poor hand than it does to play a good 
one. 

Don't miss an opportunity to win the game 
or to save it. 

Don't complain if you hold poor cards and 
don't exult over good ones. 

Don't criticise at all ; but, if you must, wait 
until the hand is Snisbed. 
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Don't hurry when exacting a penalty 

Don't think entirely of your own hana. 

Don't take advantage of your partner's 
breach of etiquette. 

Don't think that bad play won't sometimes 
win tricks. 

Don't forget the score for an instani. 

Don't ignore the value of small cards. 

Don't fail to see your partner's first discard. 

Don't be deceived by the dealer's play. 

RULES 

It is impossible to suggest rules that will 
cover the play of every hand. Kules are formu- 
lated after the analysis of a great many hands, 
and are therefore made to meet the usual dis- 
tribution of the cards. When the fall of the 
cards reveals an unusual situation, unusual 
means must be adopted to meet it ; and here 
your reason and common sense must come 
to your aid. 

The best Bridge players have the greatest 
regard for the rules ; but the strong player 
recognises a situation for which a rule is not 
provided, and he allows his reason to dictate to 
him the times to follow and the times to vio- 
late them. 

MANNERISMS 

There is nobody who cares to be told that lie 
plays cords unfairly ; but, if you permit your 
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maiiner to give your partner or the opponentB 
the slightest intimation of the cards you bold, 
you lay yourself open to such criticism. Cards 
do not carry with them a license to be unfair or 
rude, yet, at ths Bridg'e table, many socially 
correct people are both. 

Try always to pause the same length of time 
before making the trump or passing. Do not 
allow your manner to express approval or dis- 
approval of your partner's make or of the cards 
he plays, and select each of your own cardp 
with equal deliberation. When you hold good 
cards be content to win tricks with them, with- 
out manifesting glee at your adversaries' de. 
feat. When your cards are poor, do not com- 
plain of them; you imply that the opponents 
profit by your weak hands and not by their 
own skill, and, as a rule, the more you rail 
at your luck the worse it becomes. Be gener- 
ous with yonr praise of a well-played hand, and 
be sure your partner will play a better game if 
he does not fear your adverse criticism. Do 
not permit yourself to take advantag-e of, or be 
deceived by, any mannerisms of your partner 
or of the opponents, and let your own manner 
be uniformly sucli that nobody can tell from 
it whether you are winning or losing. 

M E iVl o R Y 

It is not necessary to have a fine memory in 
order to play Bridge well ; but it does require 






the ability to count thirteen. If you know 
kow many cards of a suit have been played, 
you soon will be able to tell what cards have 
been played. 

Begin isith one suit, preferably your own, 
and count each card of that suit as it is played ; 
you will be surprised to find that you will soon 
notice not only where the carda of that suit 
are, but just what carda have been pla3-ed. A 
little practicu will enable you to do the same 
with all of the suits. 

No matter what may be your position at the 
table, you may cultivate your memory by ob- 
serving carefully the cards laid down by the 
dummy. The number of cards remaining in a 
suit at any stage of the play will assist you in 
recalling how many rounds of that suit have 
been played, and this will help you in recollect- 
ing what high cards were played in those 
rounds. 

When you are dummy, and have nothing to 
do with the play, occupy your time and at- 
tention with a determined effort to remember 
each card played by your partner, the dealer. 
At the end of the hand see if you can recall 
how many of each suit he held. With a little 
practice you will be able to recall what hi* 
high cards were as well as the number in eaci. 
suit. Memory is simply a matter of observft- 
tion and practice. 



INFERENCES 
The play of each card conveyB eome informa- 
tion ; and the secret of playing Bridge weU 
lies in being able to draw inferences rapidly 
and conectly and in utilising the knowledge 
thus gained. If you simply look, in a mechan- 
ical way, at the cards as they fall without in- 
ferring what was meant by the play, you are 
apt to £nd yourself in the lead and at a com- 
plete loss as to what to do next. 
The Following aee Bdgoe8tion9 fob Infeb- 

ENCEB TO BE DrAWN BY THE DeaLEB. 

What will the make probably be if you pass? 
your partner is apt to make it the suit in 
which you are weakest. 

Does the opening lead show a long or a short suit ? 
If short, be on the alert to get the lead and 
exhaust trumps. If long, how many cards 
does the leader hold, and what high cards 
does his lead show ? 

Ask yourself why does the adversary discard one 
suit and save another ? This will aid in 
locating honours and in making successful 



If the left-hand adversary leads through the 
Ace Queen suit in dummy, he probably does 
not hold the King and is tempting you to 
finesse. If he refuses to lead through tie Aee 
Queen suit he is very likely waiting for yoo to 
lead up to his King. 
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If the make has been doubled try to infer 
what trump honours are in the doubling hand ; 
this will enable you to judge as to the advis- 
ability of the tiump lead. 

SUGGESTIONS FOR THE NON-DEALER 

From what combination of cards is your partner 
leading ? Remember the high cards that he 
holds. 

The lead of a Kiag, for instance, shows you that 
partner has the Ace, the Queen, or both. 

The lead of a Jack indicates the top of a suit. 

The lead of a seven, eight, or nine probably means 
the highest card of a short suit. 

Don't draw rigid inferences from the dealer's 
play ; he will endeavour to deceive you by 
playing false cards. 

If it is an original make, your own and the dum- 
my hand will help you to infer what trumps 
or high cards the dealer holds. 

If the dealer seems backward in leading trump 
he is probably aiming to ruff with the weak 
hand and a trump lead from you may pre- 
vent this. 

Endeavour to understand your partner's discards. 
You can then protect the suit in which he is 

bweak, and, if necessary, uoguard honours 
in the suit in which he has shown strength. 
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When partner returns your lead in No-trump, 
notice carefully the card that he play«. It 
will help you to place the suit and prevent 
your leading to a possible tenace in the deal- 
er's hand. 



COMBINING THE HANDS OF DEALER 
AND DUMMY 

The following table gives the different com- 
binatiouB of cards and shows bow they shonld 
be played to get the best results when the 
dealer holds one combination and the dummy 
holds the other. An " i " means one or more 
small cards. 

The following combinations may be led from 
either hand : 



In Ont Hand. 


In the Other. 


A K X 
A Q X 
K Q X 
K J X- 
K X X 
Q J X 
Q lO X 
Q X X 


Q X X 
K X X 

J X X 

Q X X 
Q J X 
ID X X 

J X X 

J lO X 



If forced to lead from any of the following' 
oombinatioQS, lead from the weaker of the two , 
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hands. In these, lead the highest card of the 
three in the weak hand : 



fnOnt 
Hand. 


In the 
Other. 


J X X 


K Q X 
K J X 
K X X 
K X X 



First trick, play queen, 
rirat trick, play jack. 
First trick, play king. 
First trick, play low. 



In the following, lead from the weaker hand, 
but begin by playing the lowest card: 



In One 
Hand. 


InAe 
Other. 


Q X X 

J X X 

Q X X 

J X X 


A X X 
A X X 
K X X 
Q X X 



First trick, play ace. 
First trick, play ace. 
First trick, play king. 
First trick, play queen. 



These rules are based on the supposition 
that the second hand has not played a higher 
card than any in the hand to which yon 
lead. 

There is a difference of one or two tricks in 
all these combinations, depending on whether 
yon or your adversaries open the suit. Try 
to get the adversaries to open such suits for 




you, aB yoa do so yourself to a disadvantag'a 
Throw tLe lead into their hands and make them 
lead to you. 

FIN EASING 
OOMBiNisa THE Hands of Df.alf.b and Dummy. 
With any of the following combinations di- 
vided between the two hands, the lead should 
always be from the weaker hand, in the left- 
hand column, and the highest card should be 
led, always playing the smallest card from the 
stronger combination. For instance, in the 
first one given, you should lead the jack from 
J 10 X and play the small card from A K i. 
An " z " means any small card, or more than 
one small. 



In 0»t Hand. 


/n the Oilier. 


J lO X 

J X X 

Q X X 
Q J X 

lO X X 
iJ X X 
J X X 

lO X X 


A K X 

A K J 
A Q J 
A Q X 
A J X 

A X X 
K J lO 
K J X 
K lO X 
K X X 
Q lO X 
Q X X 
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In the following combinations, the lead 
ehonld be the beat card in the weaker hand, and 
the smallest card in the stronger hand should 
be played to the first round, allowing the ad- 
versary to win the first trick. The weak hand 
most then get into the lead again, so as to take 
the second finesse, hoping both honours are 
not on the wrong side : 



I 



In One Hand. 


In the Other. 


lO X X 

J X X 

J 10 X 


A J lO 
A J X 
A J X 
A lO X 
A X X 
A J 9 



SECOND-HAND PLAY 



Showing all of the different combinations be- 
tween dealer and dummy and their play. The 
second hand is the hand that is led through, 
it being supposed that a small card is led. 





SdHoMd. 


4ihHand. 


Play. 




A K X 
A K X 
A Q X 


J X X 

lO X X 

J X X 


K, or Low 
King (T) Low <N T) 
Low 


k 


1 J 
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2d ffand. 


4lh Hand. 


Flay. 




A Q X 


lO X X 


Low 




A Q X 


XXX 


Queen 






A J X 


Q X X 


Low- 






A lO X 


J X X 


Low 






A X X 


Q X X 


Low 






K Q X 


XXX 


Queen 






K J X 


XXX 


Low 






K J 


XXX 


Jack m K (NT) 






K J 


A X X 


Jack 






K J X 


lO X X 


Low 






K lO X 


J X X 


Low 






K X X 


Q X 


Low 






K X 


X X 


Low (T) K (N T) 






K X 


J X X 


Low 






K X 


Q X X 


Low (T) K (N T) 






K X 


Q lO X 


Low 






K X 


A lO X 


Low 






K X 


A J X 


Low 






Q J X 


XXX 


Jack 






Q J X 


A X X 


Jack 






Q lO X 


A X X 


Low 






Q X X 


K X X 


Low 






Q X X 


XXX 


Low 






Q X 


A X X 


Queen 






Q X 


A lO X 


Low 






Q X 


A J X 


Low 






a X 


K X X 


Low (T) Q (NT) 






Q X 


J X X 


Low 




k 


^ 




m 


J 



^ 



2d Band. 


4tkffmid. 


Play. 1 


Q X 


XXX 


Queen 




J lO X 


A K X 


Ten 




J lO X 


A X X 


Ten 




J lO X 


K X X 


Ten 




J X 


K lO X 


Low 




J X 


K X X 


Jack 




J X 


Q X X 


Low 




J X 


A K X 


Jack 




J X 


A Q X 


Low 




lO X 


A K X 


Ten 




lo X 


A Q X 


Ten 




lO-X 


A J X 


Low 





(T) meana with a declared trump. 
(S T) mesns with do trumpe. 
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Notes on Illustrative Hand Na 1 

Trick 1. — The dealer refuses to give up the 
A of spades, as he wishes to exhaust the spades 
in one hand before he attempts to clear his club 
suit. 

Trice 4 — ^B, hoping to take the last club 
from the dealer's hand, refuses to part with 
the A of clubs. 

Trick 6. — B tries to put his partner in the 
lead so that he may make the spades. 



f '■ 1 
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ILLUSTRATIVE HAND NO. 1 




Keeping the Ciymmand of the Adversaries Suit. 


The score it lore-all, rubber game. The dealer, Z, makes 




cwd wins the trick and Ibe canl under it ia the one led for 


, ttra nest trick. 


H_ *» J 


^^k 4.KQJS4.2 t 


^^m . QS6 1 


^r ;v»3 1 


1 4kKQJ862 Y 4kl07B 1 


+ S8 A B *A' 


.^94 ^ J108 7 


^— ^106 2 


r Z 1 ^ A J 9 6 


A A43 




^^H «|bioe3 


^V «AK32 




V KQ1- 






TRICK 


A 


V 1 = 1 z 






K* 


9<(k 


5« 


3« 






OJ* 


»3 


7* 


4<l> 








2<l> 


y 6 

+ 2 


IC* 


A_* 








*a 


♦ 7 


ijo 








+ 9 


A J 


±A 


♦ e 








'a% 




V 9 


n 








s« 


^ 5 


V ' 


V * 








J ♦ 


^W Q 


' ♦ 


«a 


j 




10 


» » 


^^ K 


8« 


2« 


1 




11 


o ♦ 


Q > 


io» 


3« 






1. 


»s 


o * 


J * 


K 4 






13 


ylo 


5 ♦ 


V A 


A^t. 




^ 


_ Tbe dealer wiasl£aU\c^tt. 




b_ _i 



Notes on lLLUSTaA.T]TE Hahd No. S 

Tbice 1. — A leads from his longest suit. 

TaicK 2 — B returns his partner's lead with 
hia highest card, which the dealer refuses to 
take, as he wishes to wait until B has no more 
of the suit. 

Trick 3. — A again leads a diamond, as he 
has the K of spades for re-entiy and wishes to 
establish the diamond suit. 

Teick 4. — The dealer plays for the clubs, his 
longest suit, and takes the first trick, as he 
holds J and 10 and can clear the suit in one 
more lead. 

Tbiok 6. — B, having no diamonds, opens his 
heart suit, hoping to put his partner in the 
lead. The dealer applying the " Bule of 
Eleven," and finding that he holds the four 
cards above the seven, passes so as to take the 
lead in the dummy hand. 

Trick 7 — Leading through. 

Tbicks 8 AND 9. — Making the clubs and put- 
ting the dummy hand in the lead so as to come 
through the K and J of hearts. 



1 
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ILLUSTRATIVE HAND NO. Z 




Playing far tke Longest Suit in the Two Hands. ■ 


The Bcore is loie-all, rubber game. The dealer, Z, niftkM 


It uQ-lrump aod A l«ads for the first trick. 


^— <^se4 1 


^^ «7eB2 J 


^^P « Aes 




Ve 5 4 




^^ ^KJI02 


1 V 


«fbQ7S 


*»= Ia I 


ii> KQ3 


♦QJ7B4 1 


« K8 2 


^63 


1 z 


VKJ 87 




AAQ 3 




^ A J I04 1 


♦ loe 1 




V AQ102 






TRICK 


A 


Y 


B 


Z 






5 ♦ 


3 * 


■lA 


s * 






J_t 


6 » 


8 ♦ 


io« 








4 « 


* ♦ 


2 ♦ 


3* 








♦ s 


*T' 


*Q 


^ 








♦ 8 


♦ b 


4j< 








V3 


X£ 


V7 


»2 








Va 


▼^ 


Vs 


Vio 








24k 


4^6 


+ 3 


SB 








lO* 


♦ 7 


64> 


+ * 






w 


V ♦ 


»B 


» J 


»Q 






11 


Q ♦ 


■!■♦ 


» K 


VT 






IS 


J ♦ 


6« 


7<l> 


»_* 






la 


!L* 


e * 


Qid 


e* 




1 


I The dealet wins nvQft Vritfia. 


_J 




Tbick 1.— a opens liia fourth best heart, as 
his hand is strong, and be wishes his partner 
to return that suit. 

The Dealer.— As the longest suit in the two 
hands ia diamonds, the dealer takes the first 
trick with the A of heai-ts, so that he niay be 
able, if necessary, to put the dummy hand in 
the lead ; also so that the adversaries may not 
know the cards he holds in the heart Buit. 

Trick 2.^A refuses to part with the com- 
manding card of the diamond suit. 

Trick 3. — The dealer takes the lead in the 
dummy hand in order to establish his diamond 
suit. 

Trick 4. — As the dealer has now no diamonds, 
it is useless to hold up any longer. 

Trick 5.— If A leads either clubs or spadeB 
he mnBt lose a trick ; his best play is to con- 
tinue with the heart suit. 



- 
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ILLUSTRATIVE HAND NO. 3 




Making a Be-entry Card for Dummy's Long Suit. 


The score is 24 to against the dealer on tbe rubber gtmie. 


The dealer, Z, makea it no-trump and A leads for the first 
trick. 

♦ A2 


^ J lO 


^QJS5432 , 


▼ Q7 


1 


♦ KJ 4 


Y 


♦ I09 7 5 


♦ A4 




■fh Qg 6 3 


# A 8 6 


A B 


♦ 107 


V 108 6 5 4. 


Z 


» 932 1 




|b Q8 S 3 




+ K87 6 2 


♦ K 




V AK J 






THICK 


A 


Y 


B 


Z 








V 6 


V7 


»8 


» A 






-e* 


2* 


7* 


~K» 








V 4 


Vq 


»2 


» J~ 








A* 


-^* 


io« 


+ 2 








V 6 


•f^io 


»3 


»« 








4* 
8» 


tf 


+ 3 


+ s 








♦ 4 


9 ♦ 


7» 


+ 7 








J ♦ 


5 ♦ 


s« 


eA 






10 


» 8 


TT 


lo» 


8* 






1* 


Vio 

+ A 


♦!^ 


+ 6 
+ Q 


a* 
4k 






13 


kA 


=• 


+ 9 


4.S 




1 


_ The dealet wiaB teo Wwto. 


i 



NoTEB ON Illubtbatite Hand No. 4 

Trick 2. — Aa the adveraaries must take one 
trick in the spade suit, the dealer allows them 
to win the first trick, in order to take the third 
round with the A, the A being the only re- 
entry card in the dummy. 

Tmok 3. — A continues with his long suit. 
The dealer, hoping that the A of diamonds is 
in B's hand, refuses to give up the commanding 
card. 

Tkick 5.— The dealer, so that the suit will 
not be blocked, leads the K of spades. 

Trick 6.— The diamond discard loses a trick. 

Thick 9. — The dealer, holding the A of clubs 
for re-entry, now clears the diamond suit. 



ILLUSTRATIVE HAND NO. 4 

Saving a Re-entry Card for the Dummy's Long 
Suit. 
The scare ie love-all, mbber game. The dealer, Z, mikes 
it no-tnimp, and A leads for the first trick. 

»4k A 9 6 6 2 
+ 987 
♦ 6 5 4 
V 85 
♦ Jio — 



^ K lO 

^ J 9 7 2 

<y K J 8 4 2 



4b K S 3 
■jb A 6 Z 
• KQIO S 
VAQ3 



♦ Q 74. 
^Q J 5 4S 

♦ A3 
Vi097 



TRICK 


A 


Y 


B 


Z 




¥ 4 


¥5 


¥9 


¥Q 




IO« 


2A 


I* 


3* 




V J 


» a 


¥ 7 


¥ 3 




rs 


+ 7 


¥io 


¥a 




1* 


54^ 


7« 


K» 




2« 


A 4h 


Q4k 


8* 




7 ♦ 


94b 


+ 3 


+ 2 




a* 


e^k 


3» 


+ a 




J* 


4^ 


A» 


8« 


10 


*IO 


*a 


♦ * 


±A 


u 


» s 


5t 


+ 6 




la 


» K 


64 


+ J 


Q« 


13 


♦ k 


+ 9 


+ Q 


>o± 
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Notes on Illustrative Hand No. 5 



^^" Teick 1. — A opens lus longest suit with the 
fourth best card. 

Tbick 2.— B returns his partner's lead. 

Trick 3, — A continueB with his suit in order 
to establish it, as he holds the K of diamonds 
and the Q of clubs for re-entry. 

Trick 4. — The dealer has the choice of three 
suits, the spades, clubs, and diamonds being of 
equal length. If ho leads a spade he takes 
away the re-entry card for the dummy's club 
suit. If he takes the lead in the dummy and 
attempts to catch the K of diamonds by leading 
the Q up to the A, he gives A an opportunity 
of making bis two hearts and of saving the 
game. In order to win three by-cards and the 
game, he must prevent A from getting the lead ; 
he therefore leads the club and allows B to win 
the trick. 
I Thick 5.— The dealer must play the A of dia- 

monds ; for if the clubs fall evenly the rest of 
the tricks are his. 
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ILLUSTRATIVE HAND NO. 5 


1 


Keeping the Sand Holding an Esiahlished Suit ' 


frmii Getting into the Lead. 


The scare is 24 to ugdnat the denier, Z, vbo mokeB it 


Do-Irump. A leads for the flrst trick. 


♦ Q108 


I ^ AK&672 I 


1 ♦ Q» 1 


V J2 




♦ 642 


Y 


4k 97 e 


■|^Q43 




■Ik J loe 


« K8 




45432 


V K106 4 3 


Z 


V A9e 




4kAKJ 


3 


1 ^5 1 


4 A J I07 6 1 




V Q87 






TRICK 


A 


Y 


B 


Z 






»* 


» 2 


S^ 


V 7 






«-S 


» J 


• 


» a 








• 3 


s« 


»e 


H 








+ 3 


+ 7 


+ 10 








e» 


8» 


2 ♦ 


A_t 








24 


a* 


e« 


3« 








♦ 1 


+ A 


*a 


6* 








*Q 


*n; 


* J 


7 4 








**• 


=F5 


7<|. 


10* 






10 


s<l> 


41 


0* 


J 4 






U 


»B 


t2 


3* 


J ft 






« 


¥>o 


lo* 


»♦ 


it* 






13 


K» 


Q# 


B* 


AA 




1 


L 


The dealer wine ten tricks. 


i 



NoTEfl ON Illusteattve Hakd No. 6 

Trice 1. — A leads from his only four-card 
suit. The dealer plays the ace second in hand 
in order to trump his losing diamond. 

Trick 2. — The dealer false-cards bo that the 
adTersaries will not know that he holds the 
qaeen. 

Tbiok 3. — As A led the deuce of diamonds, 
showing but four cards in the Buit, the dealer 
knowB that B has one more diamond. He 
therefore, before leading trumps, allows dum- 
my to trump a losing card. 

Teicks 4, 6, AND 6. — The dealer now proceeds 
to lead trumps, and, as he has no strength in 
clubs in his own hand, he throws away clubs 
from the dummy hand. 

Teiok 7. — Holding but six spades in the two 
hands, the dealer tries to force discards of 
spades. 

Tbiok 8. — Forcing another discard with the 
best diamond. 

Tricks 9, 10, and 11- — The spades fall, leav- 
ing dummy with the best spade and the ace of 
clnbs as re-entry. 



f • 
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ILLUSTRATIVE HAND NO. 6 




Allowing the Weaker of the Two Hands to ^ 


" Ruff" before Leading Trumps. 


Tbe score is loTe-alt. The dealer, Z, makes it hearts. 


having tour honours ia one hand. A leads to the first trick. 


♦ A B4. 3 


+ AJ S43 


♦ A4 




»95 




4kQI05 


1 V 


♦ ©8 7 2 


♦^■'^ Ia 


+ KQ10 


♦ J 9 7 2 p " 


^ 10 8 a 


V764 


1 2 


V103 2 


L 


«KJ 


I 


+ 52 1 


1 ^KQ 53 1 




VA KQ J 8 






TBICK 


A 


V 


B 


z 






2 * 


4± 


6 ♦ 


3» 






V ♦ 


1« 


8* 


!<± 








s» 


S-S 


io» 


5 ♦ 








t* 


»o 


V 2 


Va 








<ta 


+ 3 


»3 


Es 








<^^ 


4^4 


»io 


Sa 








As 


♦ e 


*io 


tL 








J ♦ 


4 J 


2* 


Q± 


1 






B* 


a* 


7* 


K^ 






10 


qA 


A^ 


8* 


J» 






11 


IO« 


4* 


o* 


¥8 






" 


♦ 7 


±A 


+ 


+T 






13 


4s 


«♦ 


♦ k 


+ 8 




i 


H The dealer makes a %iwA bWq\. 


J 




Notes on Iixubtrative Hand No. 7 

Teick 1. — The scheme which the dealer most 
adopt for the play of the two hands is to ex- 
haust trumps and to establish the club snit. 
Holding the A, Q, and J of diamonds, in order 
to catch the K, the lead must come from the 
dummy ; and so that he may lead np to his i 
tenace in trumps, the dealer trumps the Q of 
hearts. 

Trick 2. — As the finesse succeeds the dealer 
must place the lead in dummy so that he may 
again lead through the K of diamonds. 

Trick 3, — The dealer holds too many cluha, 
so must use the A of spades to get the lead 
in dummy, even though it clears the spade suit 
for the adversaries. 

Tricks 4 and 5. — The trumps fall evenly, leav- 
ing the dealer with the last trump. 

Trick 6. — The K of clubs, being gnaarded, 
must make. 



I 


w 






■ 
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ILLUSTRATIVE HAND NO. 7 


Trumping Tour Own TrieTc to get the head into | 


the Right Hand. 




The score ia 18 to in favour of Ilie dealer, Z, who has 




gune'in and makes it diamooda, huviiig four boronrs. 




J(fc A 8 7 6 5 




i^ AQI06 4 




♦ 878 






V None 






4k KJ 93 


Y 


♦ Q104. 


j^ None 

♦ 5 43 


A B 


+ K7 
^ K9 2 




VK JIOS42 


Z 


» 9 7 6 B 3 




b 


♦ 2 




^^H ^ J 9 S 63 2 




^^r ♦ A Q J lO 






»AQ 






THICK 


A 


Y 


B 


z 






»io 


a ♦ 


»a 


»Q 






3 * 


T-* 


2 ♦ 


o ♦ 








3« 


A« 


»♦ 


2* 








4 ♦ 


i-* 


9 ♦ 


J ♦ 








5 * 


5<0 


K * 


!"» 








»2 


+ IO 


+ K 


♦ ■2~ 








¥* 


a* 


TS 


»A 


J 






¥s 




+ 7 


*^ 


1 






»J 


■!■ A 


»e 


+ a 


1 




10 


»K 


•f^ a 


»7 




1 




U 


e<l> 


Jl.* 


»e 


1^9 


1 




U 


J* 


7* 


io4k 


+ J 


^ 




" 


K« 


s<l> 


Q* 


IO» 






The dealer makes a \iU\e a\aui. 




i 



Notes on Illubteattve Hand No, 8 



[ Trick 1.— By playing the king of spades sec- 

I oud in haod, the dealer hopes to win two tricks 

I in that suit. 

' Trice 2. — As the Bdversaries mnst make one 

trick in the club suit, Z tries to place the lead 
in A's hand so that the queen of spades may be 
led up to- 

I The eight of clubs is a clever play. If the 

king were led, A would know positively that Z 
held the ace. 

Trick 3. — The leader has bat little informa- 
tion to guide him in his next play. He does 
not dare to lead the hearts, as it may establish 
that suit against him ; the lead of the queen 
of clubs is tempting ; but judging from the 
development of the hand the ace of spades is 
probably his best play. 



1 



1 



ILLUSTRATIVE HAND NO. 3 

Tliromng the Lead and Refusing to take Fir^ 
Trick in Loiig Suit. 
The score ie 22 tu againBt the dealer, Z, vho makei it 
no-trump. A leads for the BrsC trick. 
4k K 7 

4 QI0 7 3 
V Q I05 4 3 



i|k A J e4S 

+ QIO 

♦ 8 6 4 2 

IT 87 



4k I08 2 
4> J 4 2 
♦ 9B 
V AK J03 



4 Q e G 

^ A 9 7 6 Sa 

# AK J 

V 6 



TmcE 


A 


Y 


B 


Z 


1 


4<» 


K^ 


24> 


bA 


a 


♦ lO 


+ a 


+ 2 


+ 3 


3 


t± 


7* 


sA 


sA 




s<» 


»3 


io» 


o* 




♦ q 


+ K 


+ * 


♦ 5 




2 * 


3* 


5* 


A* 




elk 


»4 


+ J 


• A 




J <|b 


»S 


»2 


1 >9 




4 ♦ 


»10 


Vs 


1 >7 


10 


6 # 


yo 


»J 


' • e 


u 


8 ♦ 


7« 


o» 


fl 


lil 


»7 


Q» 


¥k 


13 


¥s 


loi. 


»A 


»0 



Notes on Illustrative Hand No. 9 

Tbiok 1.— The correct second in hand play 
of thia combination ia the queen, hoping to win 
two tricks in the suit. Z, in order to win three 
by-cards and the rubber, must take a finesse in 
spades ; and so not only refuses to play the 
qneen second in hand, but will not take the 
trick fourth in hand. His object is to wait 
nntil B's last heart has been played. 

Trick 2. — If B starts the diamond suit, the 
dealer oannot make more than the odd trick ; 
but the situation looks as if A holds both ace 
and king of hearts. 

Trick 3. — A, having a possible re-entry card, 
must establish his suit. 

Thick 4. — Z leads the club suit in order to 
force discards, and arranges the lead so that 
his tenace in spades may be led up to. 

Tbiok 9. — Z cannot afford to let A get the 
lead. 



1 


r 


1 
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ILLUSTRATIVE HAND NO. 9 




Mefusinq to Win Either the First or the Second 


'Bound of the Adversaries' Suit. 


It IB the rubber game. Score 24 to OagainM the dealer. Z, 


the denier, makes it no-trump, and A leads for the first trick. 


4 AQ 8 7 3 1 


u if K J S6 ^^m 


^m tJB ^M 


IP 


»QS 


^^^1 


r* ♦e* 


Y 


^KQB ^H 


+ 73 
* KI0 6 


A B 


+ 964- ^H 
« Q S 64 2 ^^^1 


V A J-e74S 


Z 


Vios ^^H 


wm 


A J I0 2 


^^^H 


^^H iibAaioz ^^^H 


P^H ♦ A73 ^^H 




V K 6 2 


^^H 




TRICK 


A 


Y 


B 


z 




1 


»7 


»B 


?f 


»2 




» 


»A 


»Q 


Ta 






3 


▼3 


+ B 


2 * 


»K 






4 


43 




+ 4 


42 






9 


+ 7 


.^h J 


♦ a 


4io 






6 


I* 


48 


+ o 


4q 






» 


6 ♦ 


9 « 


64 


4a 






8 


e4 


3* 


k4 


~4 









10* 


J ♦ 


4 ♦ 


A i 






10 


»4 


7* 


o4 


io^ 






11 


»9 


A* 


o ♦ 


24 






19 


» J 


Q« 


a * 


3 ♦ 






13 


K • 


sl4 


Q ♦ 


7 ♦ 




1 


The dealer wins tea ttiufca, 

k J 


ri 



NoTEa ON iLLnsTEATrvE Hand No. 10 

Trick 1. — As A may have both king and 
1 queen of diamondB, Z passes the first trick, 
i hoping to win with his ten. 

Trick 2.— Many players would lead the club 
I 8nit because of dummy's weakness ; but in the 
original play of this hand B led the queen of 
hearts. 

Trick 3. — Z starts the spade suit and finds 
the queen is guarded in A's hand. 

Trick 4- — In order to prevent the queen of 
spades from winning, Z must get the lead in 
his own hand. If he takes the finesse in clubs 
and it loses, the adversaries must make the en- 
tire heai-t suit. The finesse can win only one 
trick, and it might lose five or six tricks. 

Trick 5 — To catch the queen of Bpades is 
now easy. 

Trick 7. — A clever play to get the lead and 
to play through the king of diamonds. 



1 
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ILLUSTRATIVE HAND NO 


. 10 




Leading Through. 




The icore is loTe-nll. The dealer, Z, puaa 


eB the male. 


Y deoUieB no-trump. A leada *or the flrflt trick. 


^^ 4k A K J lO 5 2 




^k 




^^H * A J 9 4 3 




^ 




one 


1 4kQ83 


Y 


♦ !• 


d^ KB4 


A B 


♦ J 


09 7 6 B 


4 K8e2 


* a 




'^— VK54 


Z 


»Q 


J I09 a 7 


19 7 64 




^1 


> AQ3 




^r ♦lOVB 






V 632 








TKICK 


A 


V 


B 


2 






2 * 


3« 


Q* 


5 * 






»<■ 


»A 


¥ — 


y 2 








3* 


~kA 


+ B 


4* 








+ * 


+ 2 


+ 


+ A 








s 4 




+ 6 


^* 








Q* 


A 4k 


»7 


7* 








»K 


r* 


+ 7 


9_* 








a* 


4 ♦ 


»s 


io» 








a* 


9* 


H^IO 


7 ♦ 






10 


K* 


rr 


»o 


» 3 






IX 


*B 


7T 


+ J 


V 6 






■a 


y 5 




Via 


+ 3 






13 


*K 


Ti 


» J 


♦ q 




1 


^ The dealer nmkea a little el&oi. 


J 


i 




Notes on iLLoaxRATivE Hand No. 11 



Teick 1. — A leads from his long suit, and Z 
wins the trick with the singleton ace. 

Trick 2. — The dealer, having eight clubs and 
eight spades in the two hands, has now a choice 
of suits. The king of spades imisi make against 
him while he has a finesse in the club suit If 
he leads the eluba first he is compelled to guess 
in which hand to take the finesse ; he therefore 
leads the spado, hoping by establishing that 
suit to force discards and find out where the 
two queens are. 

Trick 3- — B might make it more difficult for 
A by not playing the king of spades. 

Tricks 6, 6, 7, and 8. — A'a two discards of 
clubs show that the queen is not in his hand, 
while B'a heart discard indicates that he does 
not hold the queen of hearts. The queen of 
hearts is also marked in A's hand by the fact 
that he is discarding his winning diamonds 
and protecting hearts- 







ILLUSTRATIVE HAND NO. 11 


1 


Ohoiee of Suits— Watching the Adversaries' Dis- ' 


The Bcore is loTe-all. Tbe dealer, Z, makes it Do-trump, 
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4k AS 7 5 1 


i.,. 


^ KJ 32 ^H 
* KS ^H 


Y 


«KS4 ^^ 


+ 6B 


A B 


4>as7 ^H 


4 097 6 5 4- 


4 JI03 2 ^^H 


V Q03 


Z 


V est. ^^H 


» 


4kQI08 2 J 
f Ai08 4 ■ 

• A n 

V A J 82 ■ 


V 




TRICK 


A 


Y 


B 


Z 






e» 


e» 


IO# 


A* 






3« 


A» 


4* 


rs 








J* 


5TS 


K* 


8* 








I* 


JSJt 


Tt 


♦ 4 








+ B 


7* 


a<l> 


SA 








+ a 


sik 


»4 


lO* 








6* 


+ K 


+ 7 


+ 8 








T« 


*^ 


*9 


±IO 








9* 


+ 3 


♦ q 


H 






10 


¥3 


Vio 


V s 


1 




11 


Q» 


2» 


»8 


( 




\» 


»e 


yl{ 


Ve 


» J 






13 


t a 


»' 


3 « 


» A 




1 


The dealer makea a Uttle aUm. 
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Notes on Iixustbattve Hahd No. 12 



Tricks 1 and 2. — A leads high, hoping in 
three leads to drop all the diamonds. 

Thick 3. — B discards a spade, plainly indi- 
catiug the suit he wishes A to lead. 

If the discard of a heart is made, indicating 
weakness, A is compelled to choose between 
the clubs and spades, and as he cannot afford 
to lead from the king of spades once protected 
will undoubtedly lead the jack of clubs. 

The discard from weakness in this hand, 
should A guess the wrong suit, may lose six or 
seven tricks. 
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ILLUSTRATIVE HAND NO. 12 




The Discard of Strength vefsus WeaJtness. 


The icore is 24 to against tbe dealer oo the rubber 




•he flret trick. 
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Tha dealer loaei three bj-cards and the rabber. 
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BRIDGE FOR THBEE PLAY£RS 

When the game is played by three person 
the cards are cut to decide which shall have thi 
dummy ; the one cutting the lowest card hat 
the deal and a permaaent dummy during thi 
game or the rubber, as the case may be. It i 
then customary for each player to have diuniQj 
in turn, during one game or rubber. 

In playing rubbers, 100 points are added | 
the score of the winning side. 

In playing games, 50 points are added 6 
score of the winniiig side. 

If the make is passed to dummy, four aoe 
or three aces constitute a compulsory " nc 
trump " declaration ; otherwise, dummy mua 
declare the longest suit. 

When there are two suits of equal leDgtl 
dummy must select the suit which counts mo« 
by spots, the ace counting eleven and the othi 
honours ten each. If the suits are still equa 
dummy declares the one having the higlu 
trick valuation. 

Only one adversary, the leader, can double. 

If the dealer has seen the two bands, he ] 
not allowed to re-double. 

The dummy hand is not exposed until tli 
doubling has been settled and a card led. 

WRen the dummy is the leader, his partnc 
most look at dummy hand and lead from it bl 
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fore seeing his own cards ; and dummy alone 
has the rig;ht to double. 



DUPLICATE BRIDGE 

Bridge, when first introduced, was played 
almost eutu'ely for a stake ; but, in the last tew 
years, many players have taken up the game — 
per se — on account of ita interestiug possibili- 
ties and the intellectual pleasure it gives. Du- 
plicate and Progressive Bridge have, therefore, 
become very popular. 

The object of Duplicate Bridge is to elimi- 
nate, 68 nearly as is possible, the element of 
luck, and to make the game not so much a 
question of holding good cards as a compara- 
tive test of skill between players. A perfect 
test cannot be made by a single trial, as an 
unusual distribution of the cards might de- 
feat two strong players, but in a series of 
duplicate games, good makes and good plays 
will undoubtedly mark the better Bridge 
players. 

As Duplicate Bridge is played for points, 
not games or rubbers, the honour score re- 
quires as much attention as the trick score. 

Bemember that holding three red honours 
you can stand the loss of two odd tricks (un- 
less the make is doubled) without losing on 
the deal, and that there is almost an even 
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your 



chance that your partner will hold another 
honour. 

li yon make it red with but one honour, yonr 
advetsarisB will probably secure the honour 
score. 

If you declare " no-trump " with but one aeo 
the honours will probably be even; but you 
may find three aces against you. 

Eemember that four honours in clubs count 
as much as the average deal is worth. 



PROGRESSIVE BRIDGE I 

Progressive Bridge may be played in much 
the same manner as Progressive Euchre. While 
to win at this game is very largely a matter 
of holding good cards, it forma an interest- 
ing social amusement ; and, to players who 
are unaccustomed to the (orangement of the 
cards in Duplicate Bridge, is much less con- ' 
faeing. 

In Progreesive Bridge the players are uau- 
idly numbered, 1, 2, 3, 4 playing at Table 1, and 
6, 6, 7, 8 at Table 2, etc. 

At each table the cards are cut in the usual 
manner for partners and for the deal ; and : 
stated number of hands played for points, tricks 
and honours included, without regard to games 
or rubbers. 

After playing the number of deals decided 
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npoQ, the winning pair move to the nest table, 
where the cards are again cut for partners, and 
for the deal. 

An individual score is kept of the points lost 
and won during the entire game; the points 
lost being deducted from those won, and the 
player making the best net score being declared 
the winner. 




The Laws of Bridge 

REVISED, 1905 

7%! lauit of Bridge published in this idilion have btea 
prepared iy Ihe author, who hat tued at a foundation the 
codei accepted by the principal clubi of the world. Tht 
author does not favour the tiaciion of a penalty for the 
dealer'* lead oirf of turn. The American opinion oti this 
point ii divided, bid the Engtiih practice ii to exact no pen- 
alit/. Otherwise iht various elui codes ihow but minor dif- 

THE RUBBER 

1. The partners first winning two games 
win the rubber. If the first two games bp won 
by the same partners, tlie third game ia not 
played, 

SCORING 

2. A game consists of thirty points obtained 
by tricks alone, exclusive of any points counted 
for honours, chicane or slam. 

3. Every hand is played out, and any points 
in excess of thirty points necessary for the 
game are counted. 

4. Each trick above six counts two points 
when spades are trumps, four ^iate ^V'sa. "it-is. 



'102 



are trumps, six points when diamonds are 
trumpH, eight points when hearts are trumps, 
and twelve points when there are no trumps. 

5. Honours are ace, king, queen, knave and 
ten of the trump suit; or the aces when no 
trump is declared. 

6. Honours are credited to the original hold- 
ers and are valued aa follows; 



DnoABiLrioN. 


♦ 


* 


♦ 


, 


t£„ 


Bach Trick above Six 


16 

IS 
20 


■4 

e 

16 

20 
36 
40 

8 


6 
12 
24. 
4-8 
30 
54 
60 
12 


8 
16 
32 
64 
40 
72 
SO 
16 


12 
SO 
40 
lOO 




t) 4 " (All in one hand) 


g 5 " (* in one hand).. 

[s " (All in one band 

Chicane 


Robber 100, Grand Slam 40, Litlle Slam 20. 1 
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7. If a player and his partner make thirteen 
tricks, independently of any tricks gained by the 
revoke penalty, they score Grand Slam and add 
forty points to their honour count. 

8. Little slam is twelve tricks eimilarly 
Bcored, and adds twenty points to the honour 
count, 

9. Chicane (one luani \o\i oi w-otk^ Sa 
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equal in value to three honours, i.e., i£ partner 
of player having chicane scores honours he adds 
the value of three honours to his honour score, 
while, if the adversaries score honours, it de- 
ducts au equal value from their honour score. 
Double Chicane (a player and his partner both 
void of trumps) is equal in value to four hon- 
ours, and the value thereof may be deducted 
from the total honour score of the adversaries. 

10. The value of honours, slam, little slam, 
or chicane, is in nowise affected by doubling or 
redoubling. 

11. At the conclusion of a rubber the scores 
for tricks, honours, Chicane, and Slam, ob- 
tained by each side are added, and one hundred 
points are added to the score of the winners of 
the rubber. The difference between the com- 
pleted scores is the number of points won or 
lost by the winners of the rubber. 

12. If an erroneous score affecting tricks be 
jiroven, such mistake must bo corrected prior t« 
the conclusion of the game in which it has oc- 
curred, and such game shall not be considered 
as concluded until the following deal has been 
completed and the trump declared, unless it be 
that the game is the last one of the rubber, — 

len the score is subject to iwajiw-j \isi.^yi. •«&- 
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^^^^ agreement between the sides (as to tlie vahie of 
the rubber) shall have been reaebed. 

13. If an erroneous score affecting honours, 
chicane or slam be proven, such mistake mav 
be corrected at any time before the score of the 

^^^ rubber has been made up and agreed upon^^^j 

^^H CUTTING ^^^1 

1^^^ 14. The ace is the lowest card. ^^^^1 
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15. In all cases erery player must cut from 
the same pack. 

16. Should a player expose more tlian one 
card, be must cut again. 



FORMING TABLES 

17. The prior right of playing is with those 
first in the room. If there are more than four 
candidates for seats at a table, the privilege of 
playing is decided by cutting. The four who 
cut the lowest cards play first. 

18. After the table is fonned, the players 
cut to decide on partners; the two lowest play 
against the two highest. The lowest ia the 
dealer, who has choice of cards and aeata, and 
vho, having once made his selection, must abide 

it 
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19. Should the two players who cut lowest, 
secure cards of equal value, they shall re-cut to 
determine which of the two shall deal, and the 
lower on the re-cut deals. 

20. Should three players cut cards of equal 
value, they cut again ; if the fourth card be the 
highest, the two lowest of the new cut are part- 
ners and the lower of the two the dealer; if, 
however, the fourth card be the lowest, the two 
highest on the re-cut are partners and the orig- 
inal lowest the dealer. 

21. Six players constitute a full table, and 
no player shall have a right to cut into a game 
which is complete. 

22. When there are more than six candidates, 
the right to succeed any player who may retire 
is acquired by announcing the desire to do so, 
and such announcement shall constitute a prior 
right to the first vacancy, 

CUTTING OUT 

23. If at the end of a rubber, should admis- 
sion be claimed by one or two candidates, the 
player or players having played a greater num- 
ber of consecutive rubbers shall withdraw; but 
when all have played the aatne mimbet, the^ 



must cut to decide upon tlie outgoera ; the high- 
est are out, 

RIGHTS OF ENTRY 

24. A candidate desiriug to enter a table 
must declare such wish before any player at 
the table cuts a card, either for the purpose of 
beginning a new rubber or of cutting out. 

25. In the formation of new tables, those 
candidates who have neither belonged to nor 
played at any other table have the prior right 
of entry. Those who have already played de- 
cide their right of admission by cutting. 

26. A player who cuts into one table while 
belonging to another, shall forfeit his prior 
right of re-entry into the latter, unless by doing 
so he enables three candidates to form a fresh 
table. In this event Le may signify his inten- 
tion of returning to his original table, and his 
place at the new one can be filled. 

27. Should any player quit the table during 
the progress of a rubber, he may, with the con- 
sent of the other three players, appoint a sub- 
stitute during his absence; but such appoint- 
ment shall become void with the conclusion of 
the rubber, and shall not in auy way affect the 

sabatitute's rights. 



L 28. If anyone break up a table, the remain- 
r players have a prior right to play at other 
tables. 

SHUFFLING 
'. The pack must neither be shuffled below 
the table nor so the face of any card be seen, 

30. The dealer's partner must collect the 
for the ensuing deal and he has the first 

■ight to shuffle the cards. Each player has the 
■ight to sliuffle subsequently. The dealer has 
:he right to shuffle last, but should a card or 
cards he seen during his shuffling, or whilst giv- 
ing the pack to be cut, he must re-ahuffle. 

31. Each player, after shuffling, must place 
;he cards properly collected and face downward 
;o the left of the player next to deal. 

THE DEAL 

32. Each player deals in his turn ; the order 
of dealing goes to tlie left. 

33. The player on the dealer's right cuts the 
pack, and in dividing it he must not leave fewer 
than four cards in either packet; if in cutting 
or in replacing one of the two packets a card 

, (be exposed, or if there \ie asi^ a«Qi^i&v3Cl lA ''Je«i 
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cards or a doubt aB to the exact place in wMijj 
the pack was divided, there must be a fresh cnfi 

34. When the player whose duty it is to csf 
has once separated the pack he can neither rej 
shuffle nor re*cut the cards. ] 

35. Should the dealer shuffle the cards, afteij 
the pack is cut, the pack must be cut again. ' 

36. The fifty-two cards shall be dealt fao^ 
downward. The deal is not completed untf 
the last card has been dealt face downward. 

37. Thebe is No Misdeal. 



A NEW DEAL 

38. There must be a new deal — 

a If the carda bo not dealt into four packets, a 

time, and in regular rotation, beginning at t 

dealer's left 
i If, during a deal, or during the pla; of a hand, Ij 

pack be proven incorrect or imperfect. 
c If Hnj curd be faced in tbe pack. 
d If anf pla;er have dealt to him a greater number a 

cards than thirteen, 
e It the dealer deal two cards at once and then d 

third before correcting tlie error. 
/ If the dealer omit to have the puck cut and thi 

verBariea call attention to the fact prior to the 

elusion of the deal and before looking at their ci 
g It the last card do not come in ita regular ordi 

tbe dealer. 



39. There may be a new deal— 



a If the dealer or bis partnei ezpaae a, card. The 
eldest hand ma? claim a new deal. 

b It either advi-rsary oipose a card. The dealer or 
Ma partner ma^ clum a new deal. 

e If, before fifty-one cards are dealt, tbe dealer ahonid 
look at any card. Hie advereariea bare tbe right to 
see it, and the eldest band may exact a new deal. 

d If, in dealing, one of the last cards be exposed by 
tbe dealer or hia partner, and the deal is completed 
before there ia reasonable time for tbe eldest hand 
to decide as to a new deal. Bat in all other cases 
aach penoltiea mast be elumed prior to tbe com- 
pletion of tlie deal. 



40. The claim for a new deal by reason of a 
card exposed during the deal may not be made 
by a player who has looked at any of his cards. 
If a new deal does not take place, the card ex- 
posed during tlie deal cannot be called, 

41. Should three players have their right 
number of cards, and sliould the fourth, not 
being dummy, have less than thirteen and not 
discover such deficiency until he has played any 
of hia cards, the deal stands good ; should he 
have played, he ia answerable for any revoke 
he may have made as if the missing card or 
cards bad been in his hand. Tbe other pack 
ma.j be searched for the missing card or carda. 
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42. If during the play of a deal a pack bi 
proven incorrect or imperfect, such proof reB 
ders onlj the current deal void, and does no 
affect any prior score. The dealer must des 
again (Law 38, 6). 

43. Anyone dealing with the adversariea 
cards must be corrected before the play of tb 
first card, otherwise the deal stands good. I 
anyone deals when it is the turn of an advei 
sary, such error must be corrected before tl^ 
cards are dealt for the following doal. 

44. A player can neither shuffle, cut nor deli 
for his partner without the permission of lu 
adversaries. 

DECLARING TRUMPS 

45. The trump is declared. No card : 
turned. j 

a The dealer may either make the tramp or pais tU 
declaration to bis partoer. ^ 

b I£ the declaration be pasBed to partner, he 
make the tramp. 

46. Should the dealer's partner make tin 
trump without receiving permission from tht 
dealer, the eldest hand may demand, 
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tnt if any declaration as to doubling, or not 
Houbling, shall have been made, or if a new 
deal be not claimed, the declaration wrongly 
made shall stand. The eldest hand is the 
player on tbe left of the dealer. 

47. Should the dealer's partner paaa the dec- 
laration to the dealer it shall be the right of the 
eldest hand to claim a new deal or to compel 
the offending player to declare the trump ; pro- 
vided, that no declaration as to doubling has 
been made. 

48. If either of the dealer's adversaries make 
or pass the declaration, the dealer may, after 
looking at his hand, either claim a new deal or 
proceed as if no declaration had been made. 

49. A declaration once made cannot be al- 
tered. 

DOUBLING. REDOUBLING. ETC 

50. The effect of doubHng, re-doubling, and 
so on, is that the value of each trick above six 
is doubled, quadrupled, and so on. 

51. After the trump declaration has been 
made by the dealer or his partner, their ad- 
versaries have the right to double. The eld- 
est hand has the first right. If he does not 



t 



112 BRIDGE 

wish to double, he may aak hia partner, "May 
I lead ?" Hia partner Bliall answer, "Yes" or 
"I double." 

52. If either of their adversaries elect to 
double, the dealer and his partner have the right 
to re-double. The player who baa declared the 
trump shall have the first right. He may say, 
"I re-doubie" or "Satisfied," Should he say 
the latter, his partner may re-double. 

53. If the dealer or bis partner elect to re- 
double, tlieir adversaries shall have the right to 
again double. Tbe original doubler has the 
first right. 

54. If the right-hand adversary of the dealer 
double before his partner has asked "May I 
lead !" tbe declarer of the trump shall have the 
right to say whether or not the double shall 
stand. If he decide that the double shall stand, 
the process of re-doubling may continue as de- 
scribed in paragraphs 53, 53, 55. 

55. The process of re-douhling may be con- 
tinued indefinitely.* Tbe first right to con- 
tinue tbe re-doubling on behalf of a partner- 
ship belongs to that player who baa last re- 

•In 80mE clabs, donblinK ceuaa whenerer the Tilno of the 
odd ttiok exceeds one hundred pointo; in ttfu^ olubs Uw Unit it 
[daced at two hundred points. 
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doubled. Should he, however, express himself 
satisfied, the right to continue the re-doubling 
passes to his partner. Should any player re- 
double out of turn, the adversary who last 
doubled shall decide whether or not such double 
shall stand. If it is decided that the re-double 
shall stand, the process of re-doubling may con- 
tinue aa described in this and foregoing laws 
(52 and 53). If any double or re-double out of 
turn be not accepted there shall be no further 
doubling in that hand. Any consultation be- 
tween partners as to doubling or re-doubling 
will entitle the maker of the trump or the eld- 
est hand, without consultation, to a new deal. 

56. If the eldest hand lead before the doub- 
ling be completed, his partner may rc-double 
only with the consent of the adversary who last 
doubled; but such lead shall not affect the right 
of either adversary to double. 

57. When the question, "May I lead?" has 
been answered in the affirmative or when the 
player who has the last right to continue the 
doubling, expresses himself satisfied, the play 
shall begin, 

58. Should the eldest hand lead without ask- 
ing permission, his partner may double, but 
imlj if the maker of the ttnm^ ccioaaTA- 
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59. Should the right-hand adversary of the 
dealer aak permission to lead, the eldest hand 
does not thereby lose his right to double. 
Should the right-hand adversary of the dealer 
double before his partner has asked "May 1 
lead V the maker of the trump shall have the 
right to say whether or not the double shall 
stand. If lie decide that the double shall stand, 
the process of re-doubling may continue as de- 
scribed in Laws 52, 53, 55. 

60. If the right-Iiand adversary of the dealer 
lead out of turn, the maker of the trump may 
call a suit from the eldest hand, who may only 
double if the maker of the trump consent. 

A declaration as to doubling or re-doubling 
once made cannot be altered. 

DUMMY 

61. As soon as the eldest bad has led, the 
dealer's partner shall place his cards face up- 
ward on the table, and the duty of playing the 
cards from that hand shall devolve upon the 
dealer, unassisted by his partner. 

62. Before exposing his cards, the dealer's 
partner has all the rights of a player, but after 

iuB cards btLve been alio'wn ttie ieaXeV % ■^^^■ost 



takes no part whatever in. the play, except that 
he has the right — 

a To ask tbe dea1<!r wbetber he boa none of the loit 

in wliicb he may have reoouQced. 
b To ask Ihe dealer wIigq callpd npOD to play hii high- 
est or lowest card whether he has conformed to the 

penally, 
e To call the dealer's attention to tbe fact that a trick 

has not been completed. 
d To correct the claim of either adversary to a penalty 

to which the latter is not entitled. 
e To call attention to the fact that a trit^k baa been 

erroneously tAfcen by either side. 
/'To participate in the discussion of any disputed qncs- 

tioa of fact which may arise between the dealer 

aod either adverBary. 

63. Should the dealer's partner call attention 
to any other incident of the play, in consequence 
of which any penalty miglit be exacted, the fact 
of his so doing precludes the dealer exacting 
such penalty. 

64. If the dealer's partner, by touching a 
card or otherwise, Buggeat the play of a card 
from dummy, either of the adversaries may, but 
without consultation, call upon the dealer to 
play or not to play the card suggested. 

65. Dummy is not liable to the penalty for 
a revoke; and if he aho^ild iCTote wu^ "^si ««'s^ 



I 

i 



i not discovered until the trick is turned and 
quitted, the trick stands good. 

66. A card from the dealer's hand ia not 
played until actually quitted ; but should the 
dealer name or touch a card from the dummy 
hand, auch card ia considered as played, unleas 
the dealer in touching the card or cards says, 
"I arrange," or worda to that effect. 



CARDS EXPOSED BEFORE PLAY 

67- If, after the deal has been completed and 
before the trump declaration has been made, 
either the dealer or his partner expose a card 
from his hand, the eldest hand may, without 
consulting with his partner, claim a new deal. 

68. If, after the deal has been completed and 
before a card is led, any player shall expose a 
card, his partner shall forfeit any right to 
double or re-double which he otherwise would 
have been entitled to exercise; and in case of 
a card being so exposed by the leader's partner, 
the dealer may either call the card or require 
the leader not to lead the suit of the exposed 
«8Td. 



CARDS EXPOSED DURING PLAY 

69. All cards exposed by the dealer's adver- 
saries are liable to be called, and suck cards 
must be left face upward on the table. 

70. The following are exposed cards : 

Ist. Two or more cardi played at once. 

2d. Any citrd dropped with its fat'e upward, or in any 
way expused on or aboTC the tublo, eten though 
BDatcbed up bo quickly that □□ one can uaioe it. 

Sd. Every card lo held by a player that hia partner 
can see any portion of its face. 

71. A card dropped on the floor or elsewhere 
' below the table is not an exposed card. 

72. If two or more cards be played at once, 
by either of the dealer's adversaries, the dealer 
ahall have the right to call which one he pleases 
to the current trick, and the other card or cards 
shall remain face upward on the table and may 
be called at any time. 

73. If, without waiting for his partner to 
play, either of the dealer's adversaries should 
play on the table the best card or lead one which 
is a winning card, as against the dealer and 
dummy, or should continue (without waiting 

|, for his partner to play) to lead several such 
^cgrds, tie dealer may demand, "iXi&V 'Ocib •^■M\x!a« 
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of the plajer in fault, win, if be can, the first, 
or any other of these tricks, and the other cards 
thus improperly played are exposed cards. 

74, If either or both of the dealer's advei^ 
saries throw his or their cards on the table face 
upward, such cards are exposed and are liable 
to be called; hut if either adversary retain hia 
hand he cannot be forced to abandon it. If, 
however, the dealer should say, "I have the 
rest," or any other words indicating that the 
remaining tricks are his, the adversaries of the 
dealer are not liable to have any of their cards 
called should they expose them, believing the 
dealer's claim to be true, should it subsequently 
prove false. 

75. If a player who has rendered himself 
liable to have the highest or lowest of a suit 
called (Laws 82, 91, 92 and 100), fail to play 
as directed, or if, when called on to lead one 
suit, lead another, having in his hand one or 
more cards of the suit demanded (Law 76), or 
if called upon to win or lose a trick, fail to do 
90 when he can (Laws 73, 82 and 100), he is 
liable to the penalty for revoke, unless such 
play be corrected before the trick is turned and 
Quitted. 



LEADS OUT OF TURN 

76. If either of the dealer's adversaries lead 
out of turn, the dealer may call the card erro- 
neously led, or may call a suit when it is the 
turn of either adversary to lead. 

77. If the dealer lead out of turn, either from 
his own hand or dummy, he incurs no penalty ; 
but he may not rectify the error after the sec- 
ond hand has played. 

78. If any player lead out of turn and the 
other three follow him, the tricR is complete 
and the error cannot be rectified ; but if only 
the second, or second and third play to the false 
lead, their cards may be taken back; there is 
no penalty against anyone except the original 
offender, who, if he be one of the dealer's adver- 
saries, may be penalised as provided in Laws 
60 and 76. 

79. In no ease can a player be compelled to 
play a card which would oblige him to revoke. 

80. The call of an exposed card may be re- 
peated at every trick until such card has been 
played. 

81. If a player called on to lead a suit have 
none of it, the penalty ia paid. 
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CARDS PLAYED IN ERROR 



, Should the third hand not have played 
and the fourth play before his partner, the lat- 
ter (not being dummj or dealer) may be called 
upon to play hia highest or lowest card of the 
suit played, or to win or lose the triek. 

83. If anyone, not being dummy, omit play- 
ing to a former trick and such error be not cor- 
rected until be has played to the next, the ad- 
versaries may claim a new deal ; should they 
decide tliat the deal stands good, the surpluB 
card at the end of the hand is considered to 
have been played to the imperfect trick, but 
does not constitute a revoke therein. 

84. If anyone (except dummy) play two 
cards to the same trick, or mix a card with a 
trick to which it does not belong, and the mis- 
take be not discovered until the hand is played 
out, he is answerable for any consequent re- 
vokes he may have made. If during the play 
of the band the error be detected, the tricks may 
be counted face downward, in order to ascertain 
whether there be among them a card too many ; 
should this be the case, the trick which contains 
a surplus card may be examined and the card 

restored to its originaV toVdei, ■wV<j l^nsA\Kai:^ 



dummy) ahall be liable for any revoke he may 
mean'wbile have made. 

THE REVOKE 

85. A revoke occurs when a player (other 
than dummy), holding one or more cards of the I 
suit led, plays a card of a different suit. The ' 
penalty for a revoke takes precedence of al! 
other counts. 

86. A revoke is established if the trick in 
which it occurs be turned and quitted, i.e., the 
hand removed from the trick after it has been ' 
gathered and placed face downward on the 
table; or if either the revoking player or hia 
partner, whether in his right turn or otherwise, I 
have led or played to the following trick. 

87. The penalty for a revoke is three tricks 
taken from the revoking player and added to 
those of the adversaries. i 

88. The penalty is applicable only to the 
score of the game in which it occurs, 

89. Under no circumstances can the revok- ' 
ing side score game in that hand. Whatever ( 
their previous score may have been, the side re- t 
voking cannot attain a higher score toward game ' 
than twenty-eight. 

90. A player may aak \Aft -^witeftt ^V^^iIuKt 
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he baa not a card of tte suit whieli lie Las re- 
nounced; should the question bo asked before 
the trick is turned and quitted, subsequent turn- 
ing and quitting does not establish a revoke, and 
the error may be corrected unless the question 
be answered in the negative or unless the re- 
voking plajcr or his partner has led or played 
to the following trick. 

91. If a player correct his mistake in time 
to save a revoke, any player or players who have 
followed him may withdraw their cards and 
substitute others, and the cards so withdrawn 
are not exposed cards. If the player in fault 
be one of the dealer's adversaries, the card 
played in error is an exposed card, and the 
dealer can call it whenever he pleases ; or he 
may require the offender to play his highest 
or lowest card or the suit to the trick in which 
he has renounced, 

92. If the player in fault be the dealer, the 
eldest hand may require him to play the high- 
est or lowest card of the suit in which he has 
renoimced, provided both adversaries of the 
dealer have played to the current trick ; but this 
penalty cannot be exacted against the dealer 
when be is fourth in hand, nor can it be en- 
Arced at all from dnmmy. 
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At the end of a hand the claimanta of 
a revoke may search all the tricks. If the cards 
have been mixed the claim may be urged and 
proved if possible; but no proof is necessary, 
and the revoke is established if, after it has 
been claimed, the accused player or hia partner 
mix the cards before they have been sufficiently 
examined by the adversaries. 

94. A revoke must be claimed before the 
cards have been cut for the following deal. 

95. Sliould the players on both aidea subject 
tbemselvea to the revoke penalty neither can win 
the game by that hand. 

96. The revoke penalty may be claimed for 
as many revokes as occur during a hand; but 
the accumulated penalty shall in no event ex- 
ceed thirteen tricks. (See Law 7.) 

GENERAL RULES 

97. There should not be any consultation 
between partners as to the enforcement of pen- 
alties. If they do so consult, the penalty is 
paid. 

98. Once a trick is complete, turned and 
quitted it must not be looked at (except under 
Law 84), until the end ol the haivi. 
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99. Any jilayer during tlje play of a trick 
or after the four cards are played and before 

they are touched for the purpose of gathering 
them together, may demand that the cards be 
placed before their respective players, 

100. If either of the dealer's adversaries, 
prior to his partner's playing, should call atten- 
tion to the trick, either by saying it is his, or, 
without being requested so to do, by naming his 
card or drawing it toward him, the dealer may 
require that opponent's partner to play his 
highest or lowest card of the suit led, or to 
win or lose the trick. 

101. Either of the dealer's adversaries may 
call his partner's attention to the fact that he is 
about to lead out of turn, but if be make any 
unauthorised reference to any incident of the 
play the dealer may call a suit from the adver- 
sary Tvbose turn it is nest to lead. 

102. In all cases where a penalty has been 
incurred, the offender is bound to give reason- 
able time for the decision of his adversaries; 
but if a wrong penalty be demanded none can 
be enforced. 

103. The partner of the eldest hand may in- 
form him that their adversaries have incurred 

a penalty, but may not gwe au^ i\HV\vCT voioT- 
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mation. Should he suggest the penalty, or de- 
mand the enforcement of it, bucIi action a 
be deemed a consultation, and no penalty can 
be enforced. 

NEW CARDS 

104. Unless a pack be imperfect, no player 
shall have the right to call for one new pack. 
If fresh cards are demanded, two packs must 
be furnished and paid for by the player who 
has demanded them. If they are furnished 
during a rubber, the adversaries shall have their 
choice of new cards. If it is the beginning of 
a new rubber, the dealer, whether he or one of 
his adversaries be the party calling for the new 
cards, shall have the choice. New cards must 
be called for before the pack is cut for a new 
deal. 

105. A card or cards torn or marked must 
be replaced by agreement or new cards fur- 
nished. 

BYSTANDERS 

106. While a bystander, by agreement among 
the players, may decide any question, yet he 
must on no account say anything unless ap- 
pealed to; and if he make any remark which 
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calls attention to an oversight affecting the 
re, or to the exaction of a penalty, he is liable 
to he called on by the players to pay the stakes 
on that rubber. 
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■ SPADE CONVENTION 

I. — Where players agree "not to play spades' 
the rule is, that if the spade make is not doub- 
led, the hand shall be played where either side 
is 20 or over. 

II. — If the third hand player ask, "Shall I 
play V or should he lead out of turn, or should 
the eldest hand lead without asking permission 
to play, the spade maker may take two on the 
score or may call a lead and require the hand 
to be played out. 

Ill, — Should the third hand player double 
before his partner asks permission to play, the 
spade maker may decide whether the double 
shall stand or not ; but the hand must be plaa 
out. 



ETIQUETTE 

It. has IwPii tnitlifullj said that there is no 
game iu which slight intimations can convey 
so much information as that of Bridge, In jus- 
tice to tliose who, hy their manner, give infor- 
mation, it may he stated that most of the 
apparent unfairness at the Bridge table is un- 
intentional Hesitation and mannerisms, how- 
ever, cannot be too carefully avoided; such a 
breach of etiquette is an oiFence for which the 
adversaries have no redress except perhaps a 
refusal to continue the play. 

It is obviously a greater fault to take advan- 
tage of information thus given. A play in 
your judgment may be perfectly sound, bnt you 
leave yourself open to criticism if it is in any 
way contingent on information obtained from 
your partner's manner. 

Cultivate uniformity in your style of play; 
let there he no remarkable haste or hesitation 
in making or passing; try always to use the 
same formula of words, and do not call atten- 
tion to the score after the cards have been dealt. 

Remember that any undue hesitancy in re- 




gard to doubling will deprive a fair-minded 

partner of the privilege of ho doing. Such de- 
lays are too frequent at spade declarations. 

Emphasise no play of your own and show no 
pleasure or displeasure at any other play. 

Do not ask to have the cards placed unless it 
is solely for your own information. 

It is an offence either to revoke purposely or 
to make a second revoke in order to conceal the 
first. 

The dealer's partner should not call attention 
to the score nor to any card or cards that he 
or the other players hold, and neither should 
he leave his seat for the purpose of watching 
hifi partner's play. 

When there is an unusual distribution of the 
cards, no remarks of any kind should he allowed. 

After a hand has been played, it may be dis- 
cussed to the common benefit ; but the bore who 
is continually blowing up his partner to show 
his superior knowledge, together with the player 
who interrupts the game to discuss the play, 
should be ostracised from the card-room. Su- 
periority of skill is shown by the play of the 
cards, not by mannerisms. 

It is often difficult to refrain from showing 
pleasure at the accomplishment of a desired pui^ 



poae, but undue elation ia moat aggravating to 
the adversaries. 

Do not make a dig at the adversaries by con- 
fiding to your partner that your succeaa was due 
to an ill-judged play of the opponent. 

It is not good form to complain of poor cards, 
as you imply that the adversaries profit by your 
weak handa and not by their skill. 

The better players rarely critieise unless 
asked to do bo; it is usually the inexperienced 
player who offers an astonishing amoimt of 
gratuitous and unsought-for advice. 

Do not tell your partner, after seeing all the 
cards, what he should have done, but think what 
you would have done in your partner's place. 
Do not criticise at all, but if you must, criticise 
fairly. 




Book. — The first six tricks won by the same partners. 
Bj-caxds.^ — The number of tricks won, more than sis, 

or over the "book," is the number "by-cardB." For 

instance, eight tricks are equal to two by-cards. 
Cftrd of Be-entry, — A winning card which will bring into 

play another suit. Sometimes the re-entry ie in the 

8uit itself, but when a suit with a re-entry is spoken 

of it means that the re-entry is in another suit. 
Conunand.— The Ijeet card or cards ot a suit. The ability 

to stop the suit at any time. 
Covering. — ^Putting a. higher card on the trick when not 

the last player. 
Discarding. — When unable to follow suit, throwing away 

some card of another suit which ia not trumps. 
Doubling.— Increasing the value of the trick points. 
Doubtful Card, — Cards which may or may not win the 

trick. The king is led, and you do not know who 

holds the ace; the king is therefore a doubtful card. 
Dummy. — The player whose cards are exposed on the 

table. The dealer's partner. 
Duplicate. — A modification in which each hand is played 

more than once, usually in tournaments. 
Echo.— Playing a higher card before a lower, when no 

attempt is made to win the trick. 
Eldest Hand,— The player on the dealer's left. 
Established Suit. — A suit in which the partners can win 

every trick, no matter who leads it. 
130 



Exposed Caxi. — Any card which is shown, but is not 

played to the trick, such &a two cards played at once, 

one of which is an exposed card. 
False Cards. — Playing the ace, holding the king, or any 

similar attempt to conceaJ the cards held. 
Finesse. ^Any attempt to win a trick with a card which 

is not the best in the hand, nor in sequence with it. 
Fordng. — Making a player trump a suit which he does 

not want to trump. See Ruffing. 
FoUTcfaette. — The cards above and below another card. 

A Q are fourchette over the K. 
FourQi-best. — Counting from the highest card in the suit. 
Going Over, — Doubling the value of the trick points. 
Giurded Suits. — ^A high card so protected by smaller 

cards that it cannot be caught by the adversaries 

leading higher cards. 
Holding Up. — Refusing to play the best card of a suit. 
Honours.— In trumps, the A X Q J 10 of the suit. At 

no-trump, the four acea. 
Leader. — The first player in any trick. 
Leading Up To.— Playing a suit with e. view to what the 

fourth hand holds in it. 
Leading Through. — Leading a suit with a view to what 

the second hand holds in it. 
Little Slam. — Twelve tricks won out of thirteen. 
Losing Card, — Any card which cannot possibly take a 

Love-all. — The state of the score before either side has 

made a point. 
Odd Trick.— The first trick over the book of six. 
Original Lead. — The opening of the hand or suit. 
Re-entry. — See Card of Re-entry. 
Revoke. — Renouncing, while Btiil holding cards of the 

suit led. 
Rubber.— ^Two out of three games. 
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Ruffing. — ^Trumping a trick willingly. See Forcing. 

Slam. — Winning all thirteen tricks. 

Tenace. — The best and third best of a suit. A and Q are 

tenace. 
Third Hand. — The leader's partner. 
Unblocking. — Getting rid of any card which might stop 

the run of a long suit. 
Weakness. — Inability to stop a suit. 
Weak Suits. — ^Those in which tricks are impossible, or 

very improbable 
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